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breathe fife into monsters, 

conjure up ghosts. 
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by a thousand feet of fresh film 

or the blank stare of a monitor. 

Those with images 

burning in their heads. 

You. 

Whose ideas 
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we see into the future. 
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motion ever more fluid. 

At blinding, record-breaking speeds 

on Windows NT® 

Our powerful TDZ™ and StudioZ'" 

graphics workstations 

are built for you. 

Call 1-800-763-0242 or reach us at 
www.infergraph.com/tligitalmedia. 
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FEATURE STORY 

page 14 

Xena and Hercules: 

Rounding Out 

Flat Earth 

by Dick De Jong 
and Molly Dinkins 



i Scott Wheeler teaches you how to add rustic woodworking 
to your hut as part of Project Bird. Page 34 



COLUMNS 




Plugged In: Radial Point Selections 22 

by Bob Hood 

Waves: Create Spare Time for You 28 

by John Gross 

Flying High: Amiga Reborn! What Does It Mean? . ... 30 

by Joe Tracy 

LightWave 201: Rustic Woodworking 34 

by Scott Wheeler 

Wave F/X: Storm of the Century 38 

by Greg Nelson 

Mojo: Show Me the Money 84 

by Mojo 



ON THE COVER: 

This issue's cover was designed 
by Kevin Kutchaver, one of the 
three founders of Flat Earth 
Productions. The evil LightWave 
3D Driads are from last 
Halloween's "Xena; Warrior 
Princess" episode called "Mortal 
Beloved." There is a chance that 
the Driads will soon return. 




REVIEWS 

Lightscape 3.1 .... 40 

by Dave Thomas 

ImageFX 3.0 41 

by John Jackman 

See more reviews online, 
including Aura and the 
Washburn University LightWave 
3D courses! 6o to 
www.newtekniques.com/bonus 



John Gross unveils one of his 
secrets to success — make 
time for yourself! Page 28. 



DEPARTMENTS 

TekTalk 4 

NewTekniques has been 
busy creating more 
services for you! 

Premieres 6 

Relativity, Particle Storm 
2.0, l-Net, and more! 

Renders 49 

Four great LightWave 3D 
images, including two 
LightWave Mailing List 
Contest winners. 

ShortTakes is now online! 
Check out the array of news 
features by going to 
www.newtekniques.com 
and selecting "Bonus." 

Surf Report is back! Find it 
in the online bonus area. Go 
to www.newtekniques.com 
and select "Bonus" to get 
there. 





The new features in Particle Storm 2.0 promise to bring LlghtV 
animation to the next level of excellence. This totally redesigned plug-in 
offers Enveloping, Layout integration, and a new hierarchical tree-control 
interface. Particle Fields allow your particles follow like water, and creaf? 
ing gaseous and viscous effects is now a breozeNP article Fields also . ''■■ 
allow more realistic Flocking and Swarming behavior, as particles can. 
avoid colliding with each other, and inter-particle collisions are now possi 
ble for more realistic effects. New Particle Types make particles larger "ai 
smaller based on distance, and can turn simple particles into Strands 
realistically moving hair and string effects. The Sticky Particles feature fs 
great for spray painting particles onto objects: Mimic sets a motion path 
for particles to follow, and the new Assemble and Disassemble featui 
create shapes out of particles or turn polygons into particles for super 
explosions! The enhanced Collision Detection allows your particles to 
"see" ahead of themselves and avoid colliding with a Lightwave object, 
and Spawner can make a particle emit more particles based on collision, 
age, and speed. 

Also included are the same great features that made Particle Storm 
1.0 so popular: Wind. Gravity, Flocking & Swarming, Force Fields, and 
enhancements to the Death Wish and Particle Shader add even more pos- 
sibilities. Req. LW 5.5+. Special Inspire version to be released in July. 





Formerly available only as a plug-in for Softimage. LumeTools is now 
shipping for Lightwave! Create moving water with one polygon, wet sur- 
faces, partially submerged objects with discoloration and diffraction, true 
layered fog, textured landscapes and stains, glares off of surfaces or from 
one light, easy edging eflects like fuzz and bark, and much more! Lume- 
Tools handles sophisticated effects with ease, without adding geometry or 
render time to your animation. Even create surfaces with the real proper- 
ties of glass and metal! Req. LW 5.5+ or Inspire 3D,. ' 





*»' 



Create 3D trees quickly and'easily right in Layout! TreeDruld is an 
Object Replacement plug-In that generates realistic trees and bushes. 
Envelope all the parameters, including height, leaf density, wind, gravity, 
and sun, for realistic growth and movement. Set your polygon count to 
maximize your resources. The real-time preview window lets you view the 
tree 360 degrees around while you make the changes to the parameters.. 
Choose a leaf shape and texture, as well as bark textures, or create your 
own! TreeDruid even comes with dozens of trees for you to choose from. 
Req. LW 5.0+ or Inspire 30. tS^^MMT 






Thor is a new plug-in for Lightwave and Inspire that generates three- 
dimensional lightning. The real-time preview window instantly updates as 
changes are made to the parameters. Envelope EVERY parameter for real- 
istic lightning, Tesla colts, and morel Set a starting and.ending point tor 
the bolt to travel between, even on the same object, with hierarched 
points in-betvraen for easy'movement. Req. LW 5.0+ or-lnspire 3D. 
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OUR EDITOR'S OPINIONS ON IMPORTANT NEWTEK ISSUES 



N&Iduiiquu 

SI 





BY JDE TRACY 

The best investment a 

magazine can make 

is in its readers. 



What is most important to you when dealing with a company? 
For me, it is customer service. The way a company treats its 
customers says a lot about the overall quality of what it 
offers. With that in mind, the NewTekniques team recently decided to 
further invest in readers with some new free services! 



Bonus Content Online 

By the time you read this, a reader-only section will 
be established on the NewTekniques Web site that 
will bring back some past columns (Surf Report. Ask 
NewTek) along with expanded areas (tutorials, 
reviews, ShoitTakes), and a couple of new surprises. 
The site will be password protected, but as a reader, 
you'll be able to easily access it. 

The frustration of always having more content 
than can fit into an issue of NewTekniques and our 
desire to get that information to you is what led to 
the decision. Its a hefty time and money invest- 
ment, but gees along with our goal of investing in 
the reader as a thank you for your loyalty. 

You'll be able to find this new bonus area at 
www.newtekniques.com/bonus. 

tajiTu 

Also new to the NewTekniques Web site is 
InfoTek. This fast and easy-to-use online system will 
allow you to quickly retrieve information on 
NewTek-related products or services. The system is 
also searchable so that you can quickly search by 
product name, category, etc. You can find the 
InfoTek area at www.newtekniques.com/infotek. 

(tettits 

There are some great contests opening up with your 
chance to win some great prizes! One of the con- 
tests is tied in with this issue's "Shedding Light on 
Lasers" tutorial by Dave Jerrard. For information on 
the current contests, go to the NewTekniques Web 
site (www.newtekniques.com) and select 
"Contests" from the menu bar on the left. 
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Inspire 3D <Hid Asm! 

The Nev/Tekniques Web site also features free areas 
that give detailed information on Aura and Inspire 
3D. To get to these sections, go to the NewTekniques 
Web site (www.newtekniques.com) and select 
"Features' from the top menu bar. 

Cetatrltnin 

I see my job as •WewTeJoiigues Editor-in-Chief as 
servicing you. That is one of the reasons that I pen- 
odically print my direct phone number should you 
have any questions, issues, or comments you'd like 
me to address. You can reach me directly at 
(714) 513-8683. You can also emai! me at 
jtracy@advanstar.com. 

If you ever have any subscription problems, you 
can call the NewTekniques customer service depart- 
ment at (800) 346-0085 ext. #477 or (218) 723-9477 
outside of the U.S. You can also email the subscrip- 
tion department at fuifill@superfil.com, 

Advertising inquiries can be directed to Susan 
Schatz at (714) 513-8606. If you are interested in 
reselling NewTekniques. you can call Darryl 
Arquitte at (218) 723-9422 or email him at 
darquitte@advanstar.com. 

Thank You" 

Thank you for your continued support of 
Nev/Tekniques, We look forward to providing you 
with many more years of service! 
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Learn to Drive Five-PoinWh* 

All New Video Tape Training Series for Lightwave 3D 



The Lightwave 3D 5.5 Essentials Series 

Learn 3D animation the easy wayl Discover animation, modeling, surfacini 
ighting attributes, camera techniques, spline patching, inverse kinematics end 
more! This powerful training series will cut your learning curve and enaPle you 

to master one of the most popular 3D animation program available today! 




Quickstart 5.5 

Layout Views, Creating Keyframes, 
Preview Animations, Image Rendering. 
Primitive Objects & Modeling Tools 

Modeling Essentials 

Text Objects, Modification Tools, 
Surface Attributes, Polygonal 
Modeling, Metaforrri & Metonurbs 

Animation Essentials 

Object & Camera Motion, Cyclical 
Animation, Motion Graphs. Object 
Morphlng & Displacement Mapping 

Surfacing Essentials 

Texture, Bump & Reflection Maps, 
Procedural Textures, Raytracing , 
Projection Maps & Cel Shader 



Lighting & Camera Effects 

Animating Lights, Shading Techniques, 
Shadow Mapping, Lens Flares. Lighting 
Tricks, Camera Motion Tips, Depth of 
Field, Rack Focus & Image Projection 

Power Modeling 

Bevels & Drills, Cutting Tools, Boolean 
Techniques. Hierarchical Modeling, 
Multiple Clone & Extrusion, Spline 
Patching & Meta-Nurbs Modeling 

Kinematics & Contortions 

Forward Klnemation, Inverse 
Kinematics, Displacement Effectors, 
Deformation Plug-Ins, Animating Bones. 
Muscle Flexing, Replacement 
Animation 




Each Tape only $49.95 - Call Now For Special Package Discounts - 30 Day Money Back Guarantee! 




Photoshop Essentials 

Digital artist & Instructor Katrin 
Elsmann reveals amccing time saving 
tips & techniques for color correction, 
levels & curves, layers, keyboard 
shortcuts tiidden commands and 
much morel 



enanwf 
cowposiihc 



Steamer 

Discover all you need to know 
about the a mazing new ^B 
volumetric lighting engine for " 
Lightwave 5.5. Cfeate 
lightbeams, dust ciouas, smoke 
trolls and morel 




Photoshop Creati 
Compositing 

Discover layering techniques 
depth and dimension, channel & 
layer masks for seamless image 
blends, create special effects for 
amazing multl-dtmensbnal digital 
imagery. -^^( 



Plug-!n Power 1 

Learn about three incredible Plug-Ins 
for Lightwave 3D. Advanced 
modelingcapabilities with Macroform 
particle animation with Particle Storm 
& advanced image processing with 
WaveFilter. 




Organic Modeling & 
Animation 

Giveyour projects life-like 
qualities with techniques used 
by top professionals. Modeling 
tips, Puppet Master. Morph 
Gizmo, Inverse Kinematics & 
morel y 



nton 




> 



The Creative Magic of Ron Thornton 

Learn award winning techniques for modeling, surfacing, image compositing and 
Special effects. Follow along using Ron Thornton's own creations, with the Digital 
FX Collection CD Rom, filled with all of the models, scenes & Image sequences 
used in his tapesl 

1 Spacecraft Surfacing Techniques 

> Cinematic Visual Effects 

• Digital FX Collection CD Rom 



* Spacecraft Model Design 

• Digital Cinematography 




24 Hour Order Hot Line! 

1 -900-377- 1039 



On-Line Order Catalog 
http://www, desktopimages.com/desktop/ 
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Desktop Images P.O. Box 10908 Burbank, CA 91505, 818-W-8980 tax 818-841-6023 email - sales@desktopimages.com 
acid $4.95 S&H for first fepe pus $1.50 each additional tape. CA residents adc sales tax. For PAL add S5.00 per tape 
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mastering the tools of tomorrow 





LIGHTWAVE PRODUCTS 



Scene File Management 







5 Mil, by Daniel Wilhelm, is a scene lile management utility lot lignite 
3D that allows you to copy or rip a complete scene with all used 
objects, images, Particle Storm, Puppet Master, and Morph Gizmo files. 
You also can copy or load liles Irom a network directory with UH[ names. 

SMU, which runs on Windows 85, also includes copy functions, an image 

viewer, a surface 

explorer, a light explor- 

1 er, and a sequence 




by ping to the 
www.nGwtekniques.ctin/infotBk. 



Ihe cost for SMU is 

he version in 

release is 1 1 You can 

' l more inlurma- 

NewMniqiiBS Infofek service at 



Circle #101 on the Reader Servicecard or 
enter it at www.newtekniques.com/infotek 



AMIGA 



l-NET 225 

I -Net 225 is a professional, SANA-II compliant TCP/IP networking 
software package for Ihe Amiga. TCP/IP is an internationally accept- 
ed network protocol, which exists on virtually all computer plat- 
forms. This gives dilferenl systems a common means b/ which to 
exchange data, finally, Ihe Amiga can communicate with everyone 
else (i.e. Mac, PC, SGI, Windows 3.1/95,1, Sun, etc.). 

1-Nel 225 comes with a full host ol clients and servers allowing 
the Amiga to connect with remote hosts, and also host other sys- 
tems on the network. Ihe new easy-to-use GUI Installation utility 
Duick_Prels makes installation a breeze. 

l-lfel 225 costs S 1 -1 9 9 5 _ for more information, visit Ihe 
ftwkkniqtm Inlofek service at www.newteknigues.i 
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Particle Storm 2.0 

Particle Storm 2.D by 
Dynamic Realities oilers 
new and enhanced lea- 
lures, including enveloping, 
layout integration, and a 
new hierarchical tree-control 
interlace. Particle Fields allow particles to flow like water, and enable 
more realistic flocking and swarming hohavior, as particles can avoid 
colliding with each other. Inter-particle collisions are also possible. 
Particle fypes make particles larger and smaller based on distance and 
can turn simple particles into strands for realistically moving hair. Sticky 
Particles, lets you spray paint particles onto objects. Mimic sets a motion 
path lor particles, and Ihe oew Assemble and Disassemble features cre- 
ate shapes out of particles or turn polygons into particles lor super 
explosions. 

Particle Storm 2.0 is available lor Intel, Alpha, Macintosh, Sun, and SSI 
platforms. For more inlormation. visit the NmletiiiqtiesMtM service at 
www.ncwlekniques.com/infotc-k. 

Circle #102 on the Reader Service card or 
enter it at www.newtekniques.com/infotek 



Relativity 



Relativity, by Prcnr SuhrEhraiyam. relate Ihe motion channels ol aoj 
item in lightwave 3D {camera, hones, objects, lights) to those ol 
any nther item al any point in lime, using powerful mathematical for- 
mulas. It also allows you lo contract and extend time by relating it tu an 
object's position. 

from complex targeting and snaking, to cycling relationships between 
objects, Relativity brings complex mathematical equations to life io 
lightl'/ave. for those who are not experts in math. Relativity provides 
"Professors" that help guide you through the process. 

Called "the revolutionary expressions plug-in for LightWave 30," 
Relativity retails at about S2ID and is available for Intel and Alpha plat- 
forms (with PowerMac available by July). For more information, visit the 
IkvMniquesMuM service at wwvz.newtekniques.com/infotek. 

Circle #103 on the Reader Service card 
or enter it at www.newtekniques.com/infotek 



NEW LIGHTWAVE PRODUCTS 

Scene File Management Utility 
Particle Storm 2.0 
Relativity 
Tutor-Vision 3D CD 
Motion Designer 

NEW AMIGA PRODUCTS 
l-NET 22S 



TutorVision ID (D 

ulorVision 3D ED Volume 1 is a two-CD sit that 
■ teaches you character animation with UghtWsve 

3D version 5.x. It includes more than six hours ol 
video tutorials in BOO x 601! resolution that play lack on 
the same computer monitor fighlWave is running on. 

The CD also contains over six full-length text tutorials 
that cover more advanced topics, six product reviews, 
and ait interview with Stephen Bailey (ram Will Vinton 
Studios. There's also a Product Showcase, Animators 
Showcase, and Objects fj Textures section. 

TutorVision 3D CD Volume 2 runs on Pentium. 
PowerMac, and DEC Alpha systems and costs $49.95. 
For more information, visit the HswJskiqms Infolek 
service at www.newlekniques.com/infolek. 

Circle #104 on the Reader Service 

card or enter it at 

www.newtekniques.com/infotek 



Motion Designer 



Motion Designer, distributed by DStorm of Japan, is 
a deformation LightWave 3D plug-in that allows 
animations to lie created using physical simula- 
tions. Animatio n d ata is create d by specifying param ete rs 
such as weight, spring, resistance, and viscosity for each 
surface of an object and by simulating wind, gravity, and 



Key motions created in LightWave 3D and motions by 
IK-BONE can be used as abject motions during simulation. 
Motion Designer is highly effective for creating realistic 
animations of soft objects, such as cloth. 

Motion Designer is available for Intel and Alpha for 
$495. For more information, visit the Hmkkiqm 
Infofek service at www.newlekniques.com/infotek. 

Circle #105 on the Reader Service 

card or enter it at 
www. newtekniques. com/infotek 
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Been a, while since yon upgraded? 




Just look nt all the keen nc n ' features in ImageFX 3. 0! 

The all-new ImagcFX 3.0 is here and it's everything you need! Showcasing the fastest image editing interface 
available, fantastic Toaster/Flyer support, multiple image editing windows, actual multiple image layers, large 
effects previews, hundreds of special effects and image processing functions and other things you never dreamed of 
or believed possible! 



ImageFX is an Amiga owner's dream and also just happens to be the 
highest-rated image editing and special effects package on the market 
today! ImageFX lets you scan, paint, convert image formats, image 
process, create wild special effects and so much more! 

Call 1-800-IMAGE-69 (or 804-282-1 157) to upgrade or ask for a 
new ImageFX at your local dealer or mail order firm. 



£ Kjpp IP 
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Ray Cronise 

SPACE ACE 



NewTkkniques: Most people know you only as a third-party Flyer 
product developer, yet your life is much more, including work you 
do for NASA. 

Cronise: Space development is my passion and there has been no 
better place to be working than as a research scientist at NASA dur- 
ing the last 14 years. My current activity is research or. Aerogel. This 
is a lightweight, transparent solid that is over 97 percent air. 
Because of the open pore structure of Aerogel, it is a great insulator 
providing up to R30 value per inch of material, Our team was award- 
ed a major NASA research grant last year to study the effect of 
microgravity, or weightlessness, on the processing of Aerogel. We 
are also working on advanced carbon Aerogel for both cryogenic 
and high temperature application for the Reusable Launch vehicle 
efforts like the X-33 and X-34. It's funny, because this entire effort 
was started after Tim Jenison (NewTek's CEO) had asked me 
whether I could make Aerogel structures to be used in lightweight 
model airplanes for time-aloft contests. The more I thought about it, 
the more it became obvious that this was a perfect material for 
space research and applications. 

Newlbkniques: A few years ago there was an article in Video 
Toaster User about the Video Toaster Flyer system being used on 
NASA's "Vomit Comet'' to test it in weightlessness. What can you 
tell us about it? 



fop. Jason Linhan u! NewTek, 
Ray Cronise. and Laurent Sibilk 
ul NASA float in NASA's KC-13, 

tinttnm: NASA'S KC-135 
provides up to 30 seconds of 
weiytiuesstiess pur maneuver 
with 40 to 60 manuBvers 
pur flight. 
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EDITOR'S NOTE: 

Ray Cronise is known as a third-party Video Toaster Flyer development gum because of his high-prBfiie com- 
pany, PreWave. Bill his passions go well beynnd the flyer and into space where te lopes to one day he a pail of 
the development that will send people to outer space on a regular basis. While his job as a FJASA research scien- 
tist is a drean come true, il is actually his flyei-based video productions company, KRC Productions, that brings in 
the family income. Cronise turned bis initial 55,000 investment in tie loaster into a sii-figure income witii his cor- 
porate productions. We appreciate Cronise breaking away firm lis busy schedule as a NASA research scientist 
owner dI ProWave, video producer, and father el two, for en interview with kwltkiijises. 




This is not a photograph. It's your competitive edge, 




ll I UMIMATF VflllR WflRin WITH IIHSURPASSm REALISM Create renderings of unsurpassed 

realism with Lightscape, the first software to combine radiosiry and ray tracing with physically-based 
lighting. As the world's best tenderer, Lightscape 3 for Windows x 95 and NT greatly enhances your 
current 3D modeling and animation packages by adding subtle but important lighting effects, such as 
soft shadows and color bleeding, to any 3D project. With Lightscape's ability to accurately calculate 
both direct and indirect light, there is no need to "fake" the lighting to achieve great results. Whether 
ereatinsj 3D graphics for real-time display or pre-rendered animations, Lightscape's revolutionary 
approach to lighting allows you to achieve a level of realism never before possible. 

Now this powerful tool is an even greater value at just $495. And there's no risk with our unconditional 
60-day money-back guarantee. Plus, you'll receive free technical phone support for the first 90 days, and 
unlimited free fax, e-mail and Web support. Take advantage of this special offer and acquire your 
competitive edge today. 



"The world's most physically accurate 

3D renderer. If quality is a factor, 

then Lightscape is a must have 

for 3D rendering." 

Mark Snoswetl 
Design Graphics 



Lightscape" 

from discreet logic 



NOW ONLY $495! Purchase Lightscape 3 Today. 

TO ORDER DR FOR MORE INFO CALL 1-800-859-9643 

I I 

lnu£c CkJlii: CoppiaftT C t'W Adr-iawd Graphs Applicant,™ ^ lororao, ON. Canada) 

www.lightscape.com 
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ProWave is developing a drag-and-drop audio timeline lor the flyer 
called Eclipse Hop picture), which interacts with its new audio wave- 
form editing program, WaveEditor (middle and bottom pictures). 



Cronise: I was a Toaster user at 
the time and had gotten some 
LightWave help from Jason 
Lmdhart, then in NewTek's tech 
support. We were talking about 
my NASA "day job" and some of 
the video challenges that would 
face us on a space station; 
launching and storing videotapes 
are not cheap. For example, on 
the last space lab mission that I 
worked, USMP-4, we carried over 
100 tapes for a two-week mission 
and that cuts down on stowage 



for experiments Once the data is 
collected, scientists usually digi- 
tize it for analysis, so why not do 
it all at once and then downlink it 
later when time permits? 
The test we performed was really 
about hard drives; could they per- 
form in such an environment? 
During these flights we go from 
twice Earth's gravity (2 Gs) to G 
and back every one and a half 
minutes, and perform as many as 
60 maneuvers in one two-hour 
flight. Though it was a very pre- 



liminary version of the Flyer — we 
had only a command line inter- 
face to record and play — the dri- 
ves didn't miss a beat. It is also 
interesting to note that VTASC is 
perfect for scientific applications 
because it does not introduce the 
blocky artifacts typically seen in 
MPEG or M-JPEG. This is impor- 
tant when a few pixels may con- 
tain the very information a scien- 
tist is looking for in an image. 

Prior to develop- 
ing for the Flyer what did you do 
and how were you first intro- 
duced to the Video Toaster? 

Cronise: I was asked by NASA to 
be a science host on a TV show 
called "Today in Space" that aired 
on the NASA Select channel. 
After a two-week, one-show-a- 
day schedule, I thought that video 
would be a great side hobby, until 
I saw the cost to get started One 
of the editors at the studio sug- 
gested that 1 call the 800 number 
for the Toaster "Revolution" tape 
and from that point on, I was 
hooked. I must have watched that 
tape for a year before purchasing 
a used Toaster 2000 system and a 
couple of Hi-8 decks from Art 
Polin, an award-winning Flyer 
wedding videographer. After see- 
ing some of the work he had done 
at the time, I was sure that this 
was the system for me. 

NewTekniques: With the Flyer 
expertise that you and ProWave 
programmers Bill Evans, Bob 
Wood, and Lee Stanford possess, 
have any of you ever considered 
working for NewTek's Flyer 
development team? 

Cronise: Sure. I think most Video 
Toaster users at some time have 
thought it would be cool to work 



for a company like NewTek. We 
actually bring more to the table 
by not being there. It allows us to 
attack the problems from a clean 
slate without as much influence 
from corporate politics that are 
present at any company. What is 
most exciting is the team of third- 
party guys like Aussie and Jeff 
White who can build software 
applications that all work togeth- 
er. Tim Jenison likes to call this 
"Coopertition." 

NewTekniques: Even though the 
Flyer is used in conjunction with 
some prime time network TV 
shows, there are some who say- 
that it isn't broadcast quality 
because it is composite-based 
while most professional tape 
decks are component-based. 
Based on your knowledge and 
experience, how would you 
answer such critics? 

Cronise: Anyone who has seen a 
composite D2 deck or 1-inch tape 
knows it is a bit disingenuous to 
say that you can't achieve quality 
video using a composite signal. 
Just hook up a live camera com- 
posite feed to a monitor and look 
at the image, I think most people 
just equate composite to VHS and 
don't think about the bigger pic- 
ture. Unfortunately, since Beta- 
Cam SP and component were so 
prevalent in the analog profes- 
sional market when the Flyer hit 
the street, people just didn't give 
composite signals a fair consider- 
ation. People just automatically 
assume that because VHS is a 
bad editing choice, and it is com- 
posite, then any system that uses 
composite can't have good quali- 
ty. This is the most fundamental 
flaw in logic called the "fallacy of 
confirming the antecedent" (e.g., 
all dogs have four legs, therefore if 
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Image created with Inspire 3D 



From the creators of 
Lightwave 3D - 



Unleash Your Creative 
Power With Inspire 3D 




As a graphics professional, you are expected to 
create dynamic print ads, multimedia productions, 
and stunning visuals for the web. Faking it in a 2D 
package falls short of what you want to deliver. It's time to 
take the 3D plunge, but you've only found under-powered 
toys that fall short of getting the job done right. 

Finally, you have a choice. NewTek, the company that 
took Hollywood by storm with LightWave 3D* has just 
released Inspire 3D''". It's a powerful, yet easy to learn 3D 
program designed specifically for the needs of 
the professional graphic artist. It comes with 
an interactive tutorial that gets you up 
and running in no time. Before you 
know it, you'll be creating stunning 



graphics that satisfy even the most 
demanding clients. 

Visll us at Siggpaph, Boolh #1 027 
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NewTek designed Inspire 3D based on its experience 
with LightWave, the choice of Hollywood animation 
studios such as Dreamworks and Digital Domain. We have 
worked hand-in-hand with graphic artists to develop 
powerful, creative tools for more than a decade. 

Best of all, you'll find Inspire 3D works well with 

Adobe Photoshop®, Quark XPress 1 , Macromedia 

FreeHand" 1 , and Macromedia Director 9 , as well as dozens 

of other programs that professionals use every day. As your 

imagination and creative needs grow, you'll find 

that Inspire 3D has the power to make all 

your artistic creations come to life. 

Call NewTek today at 
1-800-862-7837 

for more information 

http://www.newtek.com 




Outside the USA call 1 -210-370-8000 • FAX: 1-210-370-8002 

Anonymous FTP site: Etp.newtek.com 



Windows NT or 95 • Power Macintosh 

All trademarks and registered trademarks are the sole property of 

their respective owners. © NewTek 1998 
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Pay Cronise, sewing as assistant mission scientist, and Laurent Sibille in the 
Huntsviile Payioad Operations Control Center (POCCI during a recent 1 4-day 
microgravity space lab mission for NASA. 



it has four legs it must be a dog). 

New 3 What is the next 

big product we can expect from 
ProWave and what will it do? 

Cronise: As you may know, all the 
programmers at ProWave are 
"weekend warriors," and as such 
it's hard to say exactly when we 
will get something released. These 
guys all have tight schedules, but 
still manage to pull off some amaz- 
ing things . We have been working 
on WaveEditor for two years. We 
are trying to follow in the success 
of ProMix and RenderFX by making 
oui programs run entirely from the 
Flyer user interface. WaveEditor 
uses the same "project motif" of the 
Flyer. When you highlight an audio 
clip in your project and launch 
WaveEditor, you get a standard 
waveform representation of that 



clip in a project window. Now you 
can copy, cut, and paste nonde- 
structively. When you hit the 
"save" button, you get a choice of 
writing a new clip, with all of the 
changes you made, or saving a 
project; the resulting clip or 
sequence of clips is incorporated 
back in the location of the original 
clip. We have also been working 
on a new drag-and-drop audio 
timeline editor as the first 
WaveEditor plug-in called 
Eclipse. While it is not designed 
to edit video (the Flyer interface is 
much better at that), you can edit 
your audio in a timeline format. 
Even better, we have allowed all 
of our ProMix tools to work from 
this interface, allowing you to pre- 
view your edits real-time before 
executing the changes. We hope 
that tools like OZ ware's Co-pilot 



Audio can be integrated into 
WaveEditor as well. 

NewTekniques; There seems to be 
a constant fear in the Amiga com- 
munity that Nev/Tek is going to 
completely abandon the platform 
and future development of it. How 
do you respond to these people? 

Cronise: With the aggressive pric- 
ing announced recently. I think it 
makes an update for the Amiga 
Flyer a guarantee. At this point it 
seems the real responsibility is 
with Gateway and other manu- 
facturers to continue, and 
advance, the Amiga and its OS. 
NewTek has stated that it will 
continue to support current Flyer 
owners, and based on its track 
record with the Toaster. I'm confi- 
dent they will do just that. As far 
as the hardware is concerned, 
they have only scratched the sur- 
face of what the Flyer can do. 

The one feature of the Flyer that is 
often overlooked is that all the 
compression chips are software- 
programmable. By only changing 
the code downloaded to the chips, 
you can continually improve the 
video quality. We have seen this 
already as the standard setting 
was increased to HQ5 and devel- 
opment is well under way for 
HQ6. This is unique to the Flyer — 
with all other NLE boards on the 
market, you have to buy new 
hardware each year to keep up 
with the drives. It seems much 
more economical to add a soft- 
ware patch and a few faster, and 
usually cheaper, drives. Even at 
the Flyer's 5MB per second, that 
is really only 2:1 compression, 
because uncompressed D2 is 
about 10.5MB per second as com- 
pared to Dl, which is 21MB per 
second (RGB is 31MB per second 



uncompressed). So at the same com- 
pression ratio of the current HQ5, 
you would need to use at least 
10.5MB per second for similarly 
compressed Dl component. 

NewTekniques: Finally, what words 
of wisdom or tips do you have for 
Flyer owners? 

Cronise: With the Flyer, I never have 
to worry about an A/B roll edit. I can 
change the length of my dissolves in 
just two hotkeys (thanks to Co-pilot), 
and 1 never suffer generation loss — 
every tape is a master. When my 
clients have changes, I don't have to 
cringe at the thought of re-editing 
the project — just a few crouton 
drags and it's finished. Thinking 
back to the cost of the first two 9GB 
drives at 54,000 each, I remember 
how great of a deal that was, 
because the Flyer opened up my 
video production business to a 
whole new level of productions; 
$800 to $2,500 event jobs became 
$8,000 to $20,000 corporate videos. 
Now with the new low cost of the 
Flyer and 9GB drives at $500, I'm 
just amazed that anyone with a 
Toaster would even think twice 
about a Flyer. With all of the hype 
about interactive CD-ROMs and 
multimedia presentations, there is 
still one fact that holds true: If you 
keep your message short enough, a 
traditional sales videotape is the 
only guaranteed means of getting a 
customer to hear and see everything 
you want them to. The Video Toaster 
Flyer system was the first complete 
video postproduction system in a 
box and today it is still the most 
affordable way to do video. NewTek 
definitely delivered the "desktop 
revolution" it promised me years 
ago.. .in its sales tape. I'm grateful to 
all who have worked so hard to 
make this a reality. 
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LIGHT-ROM 6 Is an all new 4 CD-ROM collection of Lightwave 
objects and scene files for any computer platform supported by 
Lightwave 3D. 

The first CD-ROM features a wide range of Lightwave scene files 
ranging from Anatomy to Vehicles. The second CD-ROM includes 
Dean Scott's incredible ABomb scene file that includes 560 megs 
I of image map sequences. A collection of Lightwave PuppetMaster 
scene files by Michael Beals is also included. The third CD- 
ROM, "Tileable Textures," contains an assortment of seamless 
textures for Lightwave 3D. Also included is an impressive 
demonstration of World Construction Set version 3. The fourth 
CD-ROM, "DeskTop Video Collection" is included as a bonus. 
I This CD-ROM features over 500 Backdrops suitable for , 
+ shipping desktop video at 752 1 480 resolution. 
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LIGHT-ROM Gold - s 39* 

LIGHT-ROM 4 - s 39 95 

3,000 Jpeg Textures - S 29 S£ 

LIGHT-ROM 5 (3 CD's) - W 5 

UGHT-ROM 6 (4 CD's) - s 49 95 

Multimedia Backdrops (free with bundle) 

3D Studio Meshkit objects (free with bundle) 

(free CD-ROMs while quantities last) 

12 !3l>rtOfite fur uj)ly ty'J"* mm 

Bundle sale ends September 25th. 






LIGHTWAVE SCENE FILES FROM LIGHT-ROM 6 




% 



ORDERS ONLY !• 800 • 265 • 4041 

VOICE / FAX - 502-363-2986 - Shipping is $4.95 for U.S. & Canada - $6.95 International / C.O.D. $4.50 Extra 
LIGHT-ROM Bundle Shipping is $7.95 for U.S. & Canada - $10.95 International 



GRAPHIC D ETAI L 



GRAPHIC DETAIL INC. * 4556 SOUTH 3RD ST. ♦ LOUISVILLE, KY 40214 * USA 

"LIGHT-ROM" is a trademark of Graphic Detail Inc. All other trademarks are the properties of their respective companies. 
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the effects in the highest rated syndicated show 
on television. "Kena: Warrior Princess." 
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Top: Xena is about to be grabbed by a targe 
bird in "Pmmetheus." 

Bottom; This famous opening credit scene is 
finally being made into an episode! 



BY DICK DE JONG 
AND M0I1Y DINKINS 



wenty-something ani- 
mators were hooked 
by video games. Star 
Wars Inevitably inspired 
the 30-something generation. 
As for the 40-something 
founding fathers of Rat Earth 
Productions, they sharpened 
their FX teeth on George 
Lucas" space epics. Doug 
Beswick sculpted the heads of 
the Cantina Band in Sfar Wars 
and he actually performed in 
the band. Kevin Kutchaver ani- 
mated iight sabers in Return of 
the Jedi. Meanwhile, Kevin 
O'Neill worked on Ewoks; The 
Battle for Endor. 
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"All three of us came from the 
old school, before this cutting- 
edge digital technology," 
Kutchaver said. "We've been 
around since the dawn of time, 
doing this since the earth was 
flat." Is it any wonder that Ray 
Hanyhausen was their Yoda? 

Like the seven-headed Hydra in 
Jason and the Argonauts, the spirit 
of Ray Hanyhausen rises up again 
and again at Flat Earth. 
Hanyhausen. one of the masters of 
stop-motion effects, created many 
memorable scenes in movies like 
The Golden Voyage of Sinbad and 
The Valley of Gwangi. Take a look 
at the jaw-diopping sequence of 
Jason swoid fighting with seven 
skeletons in Jason and the 
Argonauts, and you'll recognize the 
lineage of Flat Earth's visual effects 
work in "Hercules: The Legendary 
Journeys" and "Xena: Warrior 
Princess." 

Indeed, in the second season of 
"Hercules," the Flat Earth trio, 
with the help of Everett Burrell, 
created their own skeleton fight 
scene. Instead of employing 
painstaking and time-consuming 
stop-motion techniques, Flat 
Earth constructed and rendered^ 
the scene in LightWave 3D, In 
'fact, Fiat Earth has employed 
LightWave for all its 3D work 
since opening in 1995. 
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O'Neill, Beswick, and Kutchaver 
had crossed paths working for var- 
ious visual effects houses in the 
and 90s. "Hercules" was the 
iject that brought them together 
and forged Flat Earth. "Hercules" 
was originally a series of television 
movies produced for Universal 



Studio's Action Pack of rotating TV 
programs. 

In 1993, O'Neill was serving as 
visual effects supervisor for the 
Sam Raimi and Rob Tapert produc- 
tion of the first Hercules movie 
"They filmed it in New Zealand 
and I went down to supervise the 
effects shots," O'Neill said. "Before 
I went, I called Doug and we hired 
Joe Conti and Don Waller to do the 
3D stuff. 

"Universal was hoping one of 
the shows in the Action Pack 
would be a hit. To everybody's 
surprise, Here was the one. Kevin 
Sorbo just thought it would be a 
great vacation," O'Neill said. 



MCA TV ordered additional 
episodes and the initial season 
was launched. 

"After the first movie, Kevin 
Kutchaver decided to come over 
from 'Babylon 5' and join us. He 
did all the 2D comp work on his 
Mac computers at home using 
After Effects," O'Neill said. 

Actually, Kutchaver wasn't the 
only one toiling at home. The 
group was organized back then as 
a true virtual studio with no phys- 
ical headquarters — everyone was 
working out of spare rooms or 
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garages. The arrangement 
allowed the team to remain 
efficient and cost-effective, It was 
a practical solution made by 
veteran effects artists who had 
witnessed the vagaries of the 
business. 

During the premiere season of 
"Hercules," O'Neill. Beswick, and 
Kutchaver decided to form Flat 
Earth. One of their first purchases 
was a DEC Alpha machine for 
rendering. "We always bought 
what we could afford," said 
Kutchaver. explaining Flat Earth's 
lean financial creed. "That was 
my father's philosophy " 

In the beginning, we averaged 
about 30 shots per episode of 
Hercules," O'Neill said. "In the 
second season, we averaged 45 to 
50 shots per show — with some 



episodes calling for up to 90." 

During the last two episodes of 
the initial official season of 
"Hercules," a character was intro- 
duced that would double Flat 
Earths workload and spawn a 
frenzy of Xenites. When Xena. the 
Wanior Princess and Gabrielle, 
the Amazon Queen, were spun off 
into a series of their own, Flat 
Earth had to acquire its first 
render farm and expand to 12 
animators. 

Even with the extra workload, 
Flat Earth remained a virtual stu- 
dio. It actually extended the net- 
work by teaming with animators 
in Pennsylvania (John Ortman 
"decided to get married and not 
come to California," O'Neill said), 
Chicago, and Northern California. 
But considering that both 




When Kevin O'Neill, 9oig Beswick, and Kevin Kutchaver, the loiters of flat Earth Productions, 
were asked what inspired them as children: the resptese, in three-part harmony, was Say 
Hartyiiausen. 

Reviewing the trio's childhoods is like reading about trtplitj separated at birth. All of them 

spout their teenage years tryiag to emulate the effects they saw in Harryhiesen merits is Hist Mm 

in da Mm. Beswick actually created his own versies if the 7cr hji§t dMii. Kutchaver 

anted with boyhood friend Pete Koran on such mittklitsics iiti Sm, a story about giant bread 

m oldJIeill's epic Heath m tia lucks leek him elaot a year to complete. He shared the garage 

with his dad. Ifley rigged a pulley system; by day, 
O'Neill watted on his set and hy night they hoist- 
ed tha sal over the family car. 

By the time Beswick was 17, he was 
employed hy Art Clokey, the creator el "Giirahy." 
Cokey was Beswick's mentor bo stop motion and 
claymattan techniques. Botb O'Neill and 
Kutchaver went to college on the East Coast bit 
found their way to las Angeles soon thereafter. 
Kutehaver's pal, Karen, had started his ewn 
visual effects company in Hollywood called Visual 
Concepts Engineering (l/CE). At one time or 
another, O'Neill and Kutchaver worked at VCL 
e partners met far the first time ii 1 967 when Beswick was doing the effects work on StsHtjme. 
When O'Neill was approached by faptrt to preduce the visual effects for "Hercules." he thought 
it was a perfect chance to work with his Harryhausen kindred spirits. "Kevin called me and said I 
want to hire yen for nine episedes,' Beswick recounted. "He convinced me to lean computer graph- 
ics. Don Waller taught me LightWave basics." 
Earlier this year, tha three realized a childhood dream when they not Harryhausen. 




Kevin Q'Neiii. Ftej Harryhausen, Kevin 
Kutchaver, ancrboug Beswick. 




Flat Earth created a talking 
dragon for an episode of "Hercules. 

"Hercules" and "Xena" are shot in 
New Zealand, 8,300 miles from 
Los Angeles. Pennsylvania seems 
like a Chakram's throw away. 

For the first few seasons, 
O'Neill flew down to New Zealand 
every six to eight weeks to over- 
see the shooting of the visual 
effects scenes. Now both produc- 
tions are in a "mature period," 
O'Neill said. "There's no new 
ground to break." So for next sea- 
son, Renaissance Pictures will 
hire a coordinator to be on the set 
to make sute all the technical 
aspects of the effects shots are 
covered 

The shot count per episode is 
now up to an average of between 
60 to 75 for both "Xena" and 
"Hercules," On special occasions, 
the count can easily top 100. For 
example, on "Bitter Suite," a Xena 
episode with singing animals, 
Flat Earth used LightWave to lip 
sync the mouths of the animatron- 
ic lion, eagle, and bull The virtual 
solution saved the day. 
Renaissance's original request 
was to use live animals. Just 
removing the drool is an anima- 
tor's idea of a digital nightmare. 

Not all the work is glamorous 
3D effects shots. Indeed, every 
time Hercules slugs a scoundrel 
into orbit or Xena whoops out a 
battle cry and somersaults into 
the fray, the wires attached to the 
airborne miscreant or heroine 
have to be removed 

"We like to give people respon- 
sibility," Kutchaver said. "We say, 
'Here is your shot.' People do bet- 
ter when they can say, 'This is 



mine.' I've worked at ILM. We're 
trying to keep out of that situa- 
tion where PAs are constantly 
looking over your shoulder." 

Except for the puppet work 
done by Weta, a New Zealand 
visual effects facility, Flat Earth 
handles all the "Hercules" and 
"Xena" effects. At the end of the 
season, that can be a big load. 
Recently. Flat Earth was prepar- 
ing two programs for May 
sweeps. Each one had about 150 
shots. Because the production in 
New Zealand was behind sched- 
ule, the artists at Flat Earth only 
had a week to complete both 
episodes. "We have a gentle- 
man's agreement with Rob 
Tapert and Renaissance Pictures 
to do the best that we can within 
the time available. And we 
always like to give a little extra," 
O'Neill said. 

"We prefer the beginning of 
the season," Kutchaver said, 
"because we have more time to 
work on the shots." 



As Flat Earth became recognized 
for its work on "Hercules" and 
"Xena," it started to be hired for 
other projects. "We did a lot of 3D 
work on the film Mortal Kombat: 
Annihilation," O'Neill said. "We 
created the lower set of arms for 
Motaro, the four-armed woman. 
We also did an 80-shot sequence 
of compositing various cloud 
plates." 

About the same time, Flat 
Earth was working on the short- 
lived ABC TV series, "Timecop." 
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Advanced Texture Mapping Software 
for Professional 3D Applications 




image Courtesy of Ion Storm 



Multiple Channels 

Have up to 8 layers of texture mapping 
information such as transparency, specularity, 
reflection, bump, diffuse and color information on 
a single surface. 

Multiple Object File Formats 

UView 2.0 comes with Lightwave 3D, 
AliasjWavefroni and 3D Studio object file format 
support. However, other file formats may be 
added through UView's plugin architecture. 

Polygon Seam Cracking 

When performing cylindrical or spherical 
mapping, UView 2.0 automatically detects 
polygon edges that fall within the texture's seem 
and separates them. 

/ 
Vertex Coloring and Mapping / 

UView 2.0 allows users to assign vertex cqlofTor 

use in real-time 3D applications. With UView's A 

new vertex mapping tool, images can/be used to 

map color information to vertices automatical 

For more information / A 
please contact us at: \, A 

619.677.3908 tel %jJ 

619.677.3910 fax 

http://www.cinegraphics.net <Wi$i 
emai!:info@cinegraphics.nel , 
Circle 0209 .'*;7v/.'/\ 



UView 2.0 is the next generation of applications created 
by CineGraphics that brings high end functionality to 
the masses. Working together with game development and 
animation companies, CineGraphics has improved on an 
already powerful 3D texture mapping package. Download 
a free trial version of UView 2.0 at www.cinegraphics.com 

"It sitrpases both LightWave and 3DS Max for 
mapping and game level geometry" 

-Paul Davit's 

Senior Animator, Red Orb Entertainment 



"Without UView Daikatana would not/ 

look as good as it does. " 

° ,- 

-Bryan Prikhard ' '/ 



















The program never generated the 
chemistiy 01 the ratings, so the 
network severed the space-time 
continuum. The show was axed 
after five episodes. "That's the 
difference between network and 
syndicated programs,' O'Neill 
said. "We know with a syndicated 
program that there's a stronger 
commitment to producing a sea- 
son's worth of shows. Because of 
that, we like working on syndicat- 
ed series like 'Xena' and 
'Hercules .'" 



With the extra workload, Flat 
Earth increased its staff to about 
30 artists and finally, last year, 
decided to rent studio space in 
Burbank. O'Neill had maintained 
a trailer on the nearby Universal 
Studios lot since the beginning of 
"Hercules," but, "We wanted a 
place to meet off the lot to discuss 
other projects," Burrell said. 

Ironically, when it came time to 
create the Hercules and Xena 
attraction at the Universal Studios 
theme park, Flat Earth was not 



Child Reaping irv the Digital Age 

Imagine living in a home where Barney is banned. Daddy has a five-foot dragon head, and 
Halloween is a major holiday. Lucky Jennifer, 5, and Allison. 1 5 months, live this dream. Their par- 
ents are villain creator. Kathy Zielinski. and monster maker, Kevin Kulchaver. 

' Our house looks like a funhouse," said Zielinski, supervising animator at Disney and DieamWorks 
who specializes in rogues and knaves. 

Jennifer, whose favorite film is Gremlins 2 (Daddy worked on it), fights with her father over action 
figures. "I have to remind her thai her Woody from Toy Story is the one with the head that she 
chewed," Kulchaver said. Jennifer loves Akidna, ihe Mother of all Monsteis from "Hercules," and 
Graegus, Ares' war dog. "She suffocates them with Crazy foam in the bathtub," Kulchaver said. 

When Jennifer first went to preschool, Mom would decorate her lunch bag with hand-drawn 
Disney figures. Jennifer just thinks hei mother knows how to draw. She slill doesn't understand that 
Mom actually creates these characters. 

And how does a 5-year-old cope with watching a dinosaur consume a lawyer in Jurassic Park? 
"Did he just get eaten?" asked Jennifer. Zielinski explains that it's not real and that someone made 
ii up like Daddy does, and she sends her off to watch Dad at ihe computer Kutchaver lakes a more 
philosophical position. "Most of the time I tell her that some people just aren't caieful ." 

Do they wony about the violence the kids see at home on TV piograms, the movies, and video 
games? "No. If I want violence out of my house, I turn off the evening news. But I do draw the line," 
said Kutchaver. "I was watching Tales from the Crypt - Demon Night' when Jennifer came in. The 
shiieks from my TV were more intriguing than the screams from her cartoons. I just grabbed the 
remote." 

He added, 1 grew up watching horror movies. They were no worse than 'Grimm's fairy Tales' 
and look at me." Enough said. 

So Jennifer and Allison are learning to love Gremlins, creepy crawlies. and beheaded dragons; 
and parents Kathy and Kevin think its perfectly normal. 



even asked to bid on it. "We got a 
call from Digital Muse, who had 
been contacted to do it. That was 
the first we had heard about it," 
O'Neill said, "When we finally 
asked Universal, they said they 
thought we were too busy doing 
their TV shows." 

Iivinfi An (firth 

In October, 3997, Flat Earth had 
just completed a real 3D project, 
with the glasses, for a company in 
Japan that sets up haunted hous- 
es in shopping malls. Flat Earth 
had created virtual monsters that 
would jump out of the third 
dimension and scare the living 
daylights out of you. 

Since that time, the studio 
space at Flat Earth has almost 
doubled, though some things 
remain the same. Beyond the req- 
uisite action figures and models 
that inhabit the desks and 
shelves, there are no architectural 
embellishments. The walls are 
covered with storyboards, movie 
posters, and a sign that reads 
"Effects 25u." Even as they grow, 
the company has maintained 
Spartan surroundings. "We are a 
bunch of tables and guys who can 
do stuff," Kutchaver said. 

The one corner that belies that 
image belongs to Paul Herndon; 
an old-fashioned graphics artist 
who still uses a pen and ink. The 
walls are papered with his 
energetic drawings of nether and 
otherworldly beings. 

Blade - Making the (ol 

Right now, Flat Earth is a hotbed 



A UgbtWave 3D special effects shot from 
Blade, a new film based on the comic 
book vampire killer. It is being released 
into theaters this September. 



of activity as artists are buzzing 
from one office to another dis- 
cussing their current project, 
Blade. This New Line Cinema 
film is based on the comic book 
vampire killer and stars Wesley 
Snipes as Blade. 

In a pyrotechnic opening 
sequence, the steel-hearted Blade 
is eviscerating a room full of vam- 
pires. As these bloodsuckers cross 
the river Styx, they bum to ashes. 
Flat Earth's job was to realistical- 
ly create this lethal mternal infer- 
no, layer by crispy layer, in a span 
of about 30 flaming frames per 
digital death. 

They started with building a 
skeleton and then adding mus- 
cles, skin, and clothing. The 
LightWave 3D model was animat- 
ed to match the movements of the 
real person in the scene. The next 
step was to resolve the critical 
metaphysical question: How does 
a vampire burn 7 The answer, it 
seems, is that an incendiary inci- 
sion by Blade's blade ignites a 
smoldering fire that radiates from 
the wound, incinerating the 
clothes and immolating the body, 

Once all the burning layers are 
rendered, the final shot is compos- 
ited from an overlapping series of 
searing strata. For example, in one 
scene, Snipes sends Traci Lords 
on a one-way trip to kingdom 
come. To achieve the broiling 
effect, Kutchaver started with a 
background plate of the live 
action scene, a green screen shot 
of Lords' stand-in writhing from 
the death blow, and the 3D model 
(with the background plate front 
projection-mapped to it) match- 
moved to the stand-in. As the cre- 
mation progresses frame by 
frame, a skin pass is added; after 
that, skin embers and ashes. The 
bones are revealed, then bone 
bits, bone embers, and more 
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When it comes to all-in-one professional 
video editing, it's the hands-down winner. 



The Emmy winning Video Toaster™ from 
NewTek is the desktop video production 
system that puts everything you need for 
professional, broadcast quality video right 
within reach. 

It delivers "must-have" features like 4-input 
video switching, character generation in 100 
Postscript™ fonts and over 300 effects, not to 
mention 2D and 3D graphics tools. But it's 
also packed with extras. Like the ability to 
insert video clips into LightWave 3D anima- 
tions. CD quality audio. The ability to overlay 
animated video transitions across the screen 
in real-time. Easy drag and drop control. And 
the most reasonable price tag in the business 
on a system comparable to those costing 
$50,000 or more. 

But to really make the Video Toaster hum, we 
created the Flyer... the tapeless, nonlinear 



Ail trademarks and registered trademarks are the sote property of 
their respective owners (0 Copyright. NewTek Incorporated. 1997. 



editing powerhouse that revolutionized video 
editing. There are no bulky, multi-machine 
systems. No plodding off-line studio. No 
botched up editing. Nothing but you, the 
Flyer and the fastest means of getting from 
rough to finish without losing a bit of quality. 

Which is why, from prime time broadcast to 
local news programming, corporate films to 
event videography, Video Toaster Flyer is in 
the picture. 

To see why, call: 1-800-847-61 II. Outside the 
U.S., call: 1-210-370-8000. Or check out our 
web site at: WrTrVW.newtek.com, 

Circle #210 

Visit us ai Siggraph, Booth #1027 
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1998 HANDS-ON TRAINING 

Taught by Bob Anderson 

LIGHTWAVE 3D 5.6 TOUR 

TOPEKA, KS - July 18-25 -Academic Discount Week 

MINNEAPOLIS, MN- August l-io 

BOSTON, MA - August 25 - September 3 
TOPEKA, KS - September 19-26 

LOS ANGELES/HOLLYWOOD/ CA - October 8-18 

ATLANTA, GA - November 7-20 

Workshops available in all cities: 
Lightwave 3D Essentials (3 days) 
Advanced LigbfWave 3D Techniques (3 doys) 

Workshops available in select cities: 
Organic Modeling & Character Animation Essentials (2 days) 
Anatomy for Animators: The Art of Proportion ( I day) 
Intermediate Organic Modeling & Character Animation [2 days) 
Advanced Lighting & Camera Techniques (2 days) 
Advanced Surfocing Techniques {2 days) 

VIDEO TOASTER I FLYER 

at the Washburn University/ NewTek Technology Center 
in Topeka, KS 

FLYER IN PRODUCTION ESSENTIALS - July 1 0-1 2 

FLYER !N PRODUCTION ESSENTIALS - December 11-13 

HOW TO GET THE MOST OUT OF YOUR VIDEO TOASTER - August 17-21 

THE COMPLETE VIDEO TOASTER - October 2-4 





For curriculum, costs, testimonials from post students and logistics, see 

www.washburn.edu/ce/toaster.html 




Washburn University/Division of Continuing Education 
1 700 SW College • Topeka, KS 66621 
(785) 231-1010, ext. 1399 • FAX (785) 357-0871 
E-mail: zzdpce@washburn.edu 
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Another LightWave 3D effects shot from New Line 
Cinema's Blade. 



ashes. A glow pass is mixed in along with 
three elements of ash clouds. And for good 
measure in this shot, the vampire's skull 
bounces off the floor before it vaporizes, 

"Blade is a great job for an artist with 
arrested adolescence," Kutchaver said. "We 
get to blow people up." 

The movie took its toll, though. "In film, 
they always massage the shot to death," 
Burrell said. "On TV you don't have the time 
to keep changing the shot. They use every- 
thing — there's no waste " 

"With film, everyone who is part of the pro- 
ject has their say," Burrell said. At first, 
Blade's director, Stephen Norrington, was cri- 
tiquing every frame of the shots. "Since his 
background is in effects work, he was very 
knowledgeable about what couid be done." 
Burrell said. Flat Earth thought Norrington 
was satisfied with how the wcrk was pro- 
gressing when Kutchaver got a call from him 
saying "that after the screening, they would 
have copious notes." 

"A shot is never finished until a week 
before the movie's opening date." Kutchaver 
added. "That's how long it takes to make the 
prints to send to the theaters. We cringe if we 
see that the opening date is moved back." 



"People here want to make movies," Beswick 
stared when talking about the trio's origins 
and future. 

"We've ended our training in post produc- 
tion technology," O'Neill added. 

"We're anxious to get a camera and tell a 
story," Kutchaver said. "We want to make the 
kind of films we used to enjoy watching." 

Flat Earth has lined up a three-picture deal 
to produce some low-budget films that are 
visual effects-heavy. In fact, they created two 
trailers for the Cannes Film Festival this year. 
If they can generate enough international 
interest, Kutchaver might be directing his first 
film by the time you read this. 

"We know what we can bring to a 
film — cost-effective visual effects." O'Neill 
said. "It's the bang that will get people into 
the theaters." 

Dick De Jong and Molly Dinkins are freelance 
writers from Austin, TX. 



20 



Teknioucs June/July 1998 

www.n&vtQkmques com 






_p 



News 



TfcirfffcyOgIt 



IMF 



The Lightwave Box 

> The Flyer Box 

• Aura £c Inspire 3D Areas 

• New Bonus Section for readers 

• Hundreds of pages to explore 



www.newtekniques.com 



j-yr^^r^ 






E 

o 



3 

c 

c 








Digging deeperinta LScript 

! a Modeler ISeript 

tallows you to select 

points radially. 



BY BOB HOOD 



Scripting for Modeler 

RADIAL POINT SELECTIONS 



This month we'll dig a bit deeper into the use of the Lightwave 3D LScript 
system for creating Lightwave Modeler plug-ins. Last issue, I left you with 
a few lines of script code that performed an action that was very difficult 
and time-consuming to accomplish using only the Modeler interface. This month, 
we will construct a new Modeler LScript that not only will allow us to examine more 
LScript constructs and features, but also wilt provide functionality that would be 
extremely difficult — if not impossible — to accomplish manually. 
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Figure 1: The mesh data used to 
demonstrate radial selection. 



Radial, Dude! 

Several methods of selecting 
object points are provided by 
Modeler. However, there may be 
times when you have a special 
need, and our script this month 



addresses such a need. We will 
construct a script that allows us 
to select points radially. The script 
will use two imaginary spheres — 
one contained within another, 
with both sharing the same center 
point— and will select points that 
lie within the space that exists 
between the "skin" of both 
spheres, 

Figure 1 shows the mesh data, 
a series of two-point polygons, I 
will use to demonstrate the func- 
tionality of the radieO selection 
process These polygons have 
been adjusted deliberately to lie 
mostly within the X-Y plane so the 
effect of the selection can be seen 
more plainly. 

Figure 2 illustrates the inner 
and outer radii for the selection 
area. The inner radius represents 



the smaller of our two selection 
spheres, while the outer radius 
encompasses the larger When 
executed, our script will select all 
points that lie within this bound- 
ary defined by the difference of 
the two spheres. 



Geometry 101 



Roughly 2,500 years ago, a math- 
ematician from Samos was the 
first to provide a mathematical 
proof to a theorem that had been 
in use for more than 1.000 years 
before him. This mathematician, 
named Pythagoras, formally 
proved the now-famous distance 
calculation formula commonly 
known as the Pythagorean 
Theorem. 1 haven't the space to 
embark upon a detailed examina- 
tion of the theory, nor is one nec- 
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in favor of the identical sum we saved from 
our call to pointcountQ (line 3). 



Repetitious Learning 



Figure 2: The radii of the inner end outer "imaginary" selection spheres 



essary to our purposes. Given two points in 3D 
space, it is enough to know that the distance 
between them can be determined using this 
mathematical theorem. So handy is this math- 
ematical function that LScript includes it 
within its vmag() function (short for vector 
magnitude). We will be relying heavily upon 
this function for this issue's scripting 
exercise. 

On With the (ode 

Listing 1 is the Radial Select LScript. We 
begin the script by counting the number of 
points visible in Modeler's active foreground 
layer. This takes place in line 3 using LScript' s 
pointcountf) function. To ensure that the script 
user is not trying to outsmart us. we check, on 
line 4, to make sure that there are indeed 
points with which we can work. If none was 
found, we simply return without a whimper. 
However, a more robust script probably would 
chide the user for napping when he should be 
working. 

In lines 5 and 6 of Listing 1, we establish 
the inner and outer radii to be used in our 
selection process. We place these values into 
variables, called inner and outer. You might 
wonder why we don't just use the literal values 



directly in the script wherever we need them. 
Well, placing them into a variable keeps us 
from having to change the value in more than 
one place in the script should we decide that 
one or both of the radii are not quite what we 
wanted. (This can be accomplished more effi- 
ciently with "preprocessor macros," but that is 
a topic for discussion at a later date.) More 
importantly, it provides us with a means of 
altering the values as the script executes. The 
usefulness of this practice will become clearer 
when we add a requester interface to the 
script (in the next installment of this column). 
Now that we have established parameters 
within which to function, we switch Modeler 
into its mesh-editing mode by calling LScript's 
editbegin() function (line 9). Recall from the 
last column that we are required to invoke this 
mode before we can access and/or edit any 
existing mesh data — for instance, converting 
points into polygons. While we will not actual- 
ly change any existing mesh data in our Radial 
Select script, we must be in this mesh-editing 
mode in order to access information about the 
mesh data contained in the active foreground 
layer. Note also that editbeginQ returns the 
number of points found in the currently active 
foreground layer; we ignore this return value 



Lines 11 through 19 of Listing 1 wrap some of 
our processing code inside of an iterative con- 
trol, commonly known as a "for loop." Along 
side decision controls (such as "if" and 
"select"), loops are among the workhorses of 
any programming language. 

The for loop on line 11 sports three sec- 
tions. Each section is separated from the oth- 
ers by a semicolon (;). The first section is exe- 
cuted once, at the beginning of the looping 
process. Notice that we place code into this 
section that initializes variables we will use in 
our loop: 

for(x = l,y = 0:,.. 

Multiple initializations can be performed, 
each separated by a comma (,). The x variable 
is used to count the number of times we have 
gone through the loop. The y variable will be 
used as an index into an array we will con- 
struct within the loop. 

Section two of the for loop is the expression 
that LScript will evaluate at the beginning of 
each complete pass through the loop code. 

...;x <= count;... 

While this expression evaluates to a logical 
"true," the loop will continue to execute. In 
our expression, we ensure that the loop exe- 
cutes once per point (i.e., while x is less than, 
or equal to, count). 

The last section of the for loop is code to be 
executed at the end of each pass through the 
loop. In our case, we use the post-increment 
operator to add one to the x loop counter, 

...;x++) 

If we neglect to perform this final opera- 
tion, then our loop will go on and on without 
end, like a bunny banging a drum. This con- 
dition is known as an infinite loop, and should 
one occur in your script, your only recourse 
would be to forcibly terminate Modeler. Not a 
good situation, especially if you forget to save 
your work. 

Magic Time 

Inside our for loop, we examine each point. 
Line 13 uses LScript's pointinfof) to get the 
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Figure 3: Point selection performed by the "RadSel.ts" LScript 



01: main 


16: 


02: { 


17: lt{dlst>= Inner Hi 


03: count = peintcauntO; 


dlst <= outer) 


04: IHeciinl == 0) return; 


18:pirts[++y] = 


05: 


paints[K]; 


06: inner = .7; 


18:} 


07: outer = 15; 


20: 


OS: 


21:edHeDd(); 


09: eflitDeajnO; 


22: 


10: 


23: H(ly) return; 


it:ior{H = i,v = 03i<= 


24: 


count,i(++) 


25: selmode (USB); 


\t{ 


28: 


13: pnt = 


27: selpotnt (CLEAR); 


i:c ill rlo-! points! x]); 


23: selpotnt 


14: 


(SET,P0INTID,pnts); 


15: dl-sl - vmag(pnt); 


29:} 



Listing 1: The "HadSel. Is" Modeler LScript 

location in 3D space of the point identifier 
found in the points|| array. Once we have 
that... hey... wait just a minute! Where did that 
come from?! We didn't declare an array 
named points anywhere! 

No, the script isn't buggy (and Bob isn't 
growing senile). When we switched into 
mesh-editing mode, LScript did some conve- 
nience work for us as part of the setup for the 
editing session. It created two new arrays, 
points]] and polygons]), that contain the point 
and polygon identifiers (respectively) for all 
the visible mesh data in the current fore- 
ground layer. You will need to provide the data 



contained in these arrays to many function 
calls during mesh editing. These arrays only 
exist during the mesh editing session. 

Once we have the location of the current 
point, we have all the information we need to 
determine if this point falls within our selec- 
tion range. It is on line 15 that we employ the 
Pythagorean Theorem (embodied in the 
vmagO function) to determine the distance to 
the current point from the origin point 
<0,0,0> (in the next installment, we'll add the 
ability to specify an arbitrary center point for 
the radius of the selection). With the distance 
calculated, it is a simple matter to test this 
point's candidacy for selection by comparing 
the distance to the radii we have established. 
This test is performed on line 17, 



The Mesh Editor's (lib 



While we are in a mesh-edit mode. Modeler 
imposes restrictions upon what functions we 
can and cannot invoke. During mesh editing, 
those function calls designated as Command 
Sequence (CS) in the LScript documentation 
cannot be used. In particular, any selection- 
oriented function calls are excluded during our 
mesh-editing operations. So, how do we select 
points as we detect them in the range of the 
selection? 

We do so by remembering those points that 
need to be selected. Once we finish with our 
mesh-edit session, we can then pass this point 
information to a Command Sequence-based 



function for selection We use an array called 
pnts|] to remember the pertinent points. Because 
LScnpt allows us to create arrays and add array 
elements on the fly. we can simply deposit points 
into the array as we find them. Because it is an 
array of only one dimension (a linear array), 
LScript will manage its growth for us. 



Making It Happen 



Once the loop finishes processing all points, 
we terminate our mesh edit mode by calling 
editend(). This call not only ends our ability to 
directly modify mesh data, but our automatic 
arrays (points]! and polygons]]) no longer exist. 
We also make sure that there is a reason to go 
on by checking to see if any elements exist in 
the pnts|] array (line 23). A simple test of the y 
variable will yield this information. If y holds a 
value greater than zero (i.e., it is not false), 
then points have been found to lie within our 
range. However, if none was selected, we sim- 
ply return, which terminates the script- 
On line 25, we tell Modeler that further 
selections will be in USER mode. We do this 
with the LScript selmodef) function. It is a 
requirement of the following selection com- 
mands that this mode be active for any suc- 
cessful selections to take place. 

Lines 27 and 28 complete out script, and 
accomplish the selection of the points that we 
have determined match our criteria. The first 
call to selpoint() on line 27 CLEARS any exist- 
ing selection of points The subsequent call to 
selpoint() on line 28 passes to that function the 
array we created of accumulated point identi- 
fiers. We instruct Modeler to SET these points, 
and we tell selpomtQ that we are providing 
POINTIDs as the basis of our selection. Figure 
3 illustrates the results of executing our Radial 
Select LScript. 

Up Next 

That's all the space I have for this issue's 
installment. Next time, we will enhance our 
Radial Select LScript by allowing for an arbi- 
trary center point of our selection radii, and we 
will also add a requester panel so that users of 
the script can alter the operating parameters 
to suit their needs. 

Bob Hood is in charge of Lightwave 3D's 
plug-in SDK development 
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Check out our web site at 
http://www.immerse.com 




MicroScribeSD 

...The Ultimate 3D Digitizer 



MicroScribe-3D' M ...the fastest way to create realistic 3D images. 

What you can do with Micro Scribe 

Digitize complex 3D objects in minutes 
Create realistic models as lines, polygons, splines, or NURBs 
Save files in standard formats such as IGES, DXF, and others 
Control light sources, camera locations, and trajectories in real time 

What MicroScribe can do for you 

Saves hours on most 3D modeling projects from Animation to Engineering 
Provides spatial accuracy to 0.009" {0.23 mm) over very large workspace 
Works with 3D Studio, Lightwave, Alias, Softimage, Strata, and most others 
Functions on PC, Mac, and SGI platforms 
Provides great counter-balanced feel for smooth, fatigue-free operation 

Who is using MicroScribe 

Animators, Artists, Game Developers, Film Makers, Engineers, Designers 
Atari Games, Namco, DreamWorks, Viewpoint Data Labs, Nike, Disney... 




Immersion Corporation 
(4081467-1900 Fax (408) 467-1901 
(800) 893-1 160 ems: info@immerse.com 



Visa aid Mastercard accepted. 

MicrcScribe™fs a iradtemarfc el Immersiari Corporation 
All piDducl names ate trad^nirts as reg-iaiated 

trademarks c' tlieii respsrave companies. 
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How to get creatively involved 

in pr own work and dreams 
even while holding down 

another full-time job. 



BY 
JOHN GROSS 



In open letter to (G artists 

CREATE SPARE TIME FOR TOU 

W 



hat do you get out of being a CG artist? The reason I ask 
is to help determine what your mindset is. Do you want to 
create cool stuff that you can show your friends and fami- 



ly? Perhaps you get paid for creating 3D logos and effects for clients out 
of your house. Maybe you want to work for a Hollywood facility and create 
effects for the entertainment industry? In any of these cases, you are an 
artist in some way, shape, or form. It doesn't matter which piece of soft- 



A special effects shot, courtesy of Digital 
Muse, from the movie Spawn. 



ware you create with, you just create. 

From my experience, it seems that the 
majority of CG artists got into it for the first 
time because it was a chance to create cool 
stuff to look at. That's certainly what made me 
fall in love with LightWave 3D, Once you com- 
mit to creating effects for a "business" you 




need to make some decisions. You can learn to 
use your tools and create things on your own, 
or you can work with others and (hopefully) 
allow your combined experience to help you 
become a better artist. 

There's a Catch-22 involved with being an 
artist. Somehow you have to support yourself. 
If you're not lucky enough to have a patron, 
you need to work at something to provide for 
your needs. Hopefully you can work in an envi- 
ronment where you can practice your art, but 
here's the catch: you may spend all day creat- 
ing art for somebody else, leaving no time or 
energy to create for yourself. The thing you 
love to do may well become the thing you have 
to do. But if you can reconcile the two suc- 
cessfully, you can be happy. 

The best CG artists in their chosen field can 
pretty much pick and choose which projects 
and/or facilities they wish to work at. They can 
generally get work anywhere, as their skills 
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John Gross and his Digital Muse team did the 

special effects work for the CBS mini-series 

"Titanic" that aired in November 1396 



are in high demand. The facility with the lat- 
est "cool" project will draw people. It can be 
true that. "If you build it they will come," but 
what about creating your own projects? What 
about working on something that really allows 
you to express yourself? If you are fortunate, 
you may get to work at a facility where you 
can collaborate with other people who share 
your creative vision. It usually is not a specific 
project that does it, but rather a "gathering" of 
ideas and concepts and an absorption of tech- 
niques that aliow you to expand your skills. A 
good facility enables artists of all calibers to 
come together into a cohesive ensemble just 
as a good acting ensemble allows actors of 
varying skills to form a solid team. If you 
choose to work in a facility with other artists. I 
hope that you'll get a chance to work with 
them in a manner that will help you grow cre- 
atively. 

So, what happens with our Catch-22? When 
was the last time that you, the CG artist, cre- 
ated a work of art? When did you last use your 
skills to affect people 7 Sure, you entertain peo- 
ple (and there is nothing wrong with that), but 
do you have something that you can show that 
is an expression of your creativity as opposed 
to an expression of someone else's (which may 
not always be creative, at least from your point 
of view)? You can be creative at any task that 
is put before you, but chances are pretty high 
that you are being asked to change what you 
do in order to please someone else. 

Does this bother you? It shouldn't, It's just 
what you need to do in order to continue to 
work at something you (hopefully) love. Your 
client is allowing you to continue honing your 
skills and perfecting your art, therefore you 
should look at every job as a fresh challenge to 
help make you a better artist. It's true that you 
have to deal with deadlines and you may not 
get the chance to make the scene that you're 
working on everything you would like it to be, 
but don't let that discourage you. Artists use 
the tools at hand to create. Your client's ideas, 
time restrictions, and available resources all 




add to your toolset. 

What I'm doing here is reminding you of the 
reason you got into this field in the first place. 
Allow a project that you are working on to 
inspire you to create something of your own. 
Spend some time working on a project that 
has nothing to do with your work. Get togeth- 
er with friends who share your vision or at 
least would find it fun to work on a project that 
you, or someone else, is developing. Perhaps a 
client will bring you a wonderful opportunity 
that you can get really excited about. The 
point is not to become so tied up with creating 
for others that it impedes your desire to create 
for yourself. 

There are two types of artists I've encoun- 
tered: true artists and technicians. True artists 
can work anywhere. They can put up with a 
lot and still create wonderful stuff. They'll cre- 
ate with any tools available to them. When 
supplied with tools and environments that 
help facilitate the process, they can produce a 
larger or faster quantity, but the quality is 
always there (given enough time, of course). 

Technicians understand the software well. 
They know what all (or most!) of the buttons 
do and they know how to apply the tools and 
techniques at the appropriate times to create 
the desired effect. They, like artists, can com- 
bine different software programs to create 
effects, but often there is that spark missing 
from a finished piece. We've all seen it in fea- 
ture effects many times. Technically, the indi- 
vidual application may be impressive, but the 
finished whole is not. 



Every CG artist I know has both the artist 
and the technician living inside of him or her. 
Sometimes the artist part takes precedence 
and sometimes the technician part is domi- 
nant. It changes based upon the project at 
hand and the artist's excitement about the 
work. I would love to see everybody get the 
chance to let their artist part flourish. This 
happens by being excited about what you are 
working on, either by the nature of the project 
itself, or what you, as an artist, put into it. It 
doesn't matter if it is a client-supplied project, 
one of your own, or another one that you real- 
ly believe in. 

So, I propose that you take some time to get 
creatively involved. When you're not working 
on client projects, seek out other artists you 
feel comfortable working with and try to devel- 
op a project that you can work on in your spare 
(ha!) time. If you don't have the desire to devel- 
op your own, get involved with someone 
else's. I look at it as a long-term project that is 
worked on until it is finished. There's no hurry. 
There's no deadline, so take your time to make 
it exactly what you want. Every time Michae- 
langelo was asked when the ceiling of the Sis- 
tine Chapel would be completed, he replied, 
"When it is finished." Finish your chapel when 
it's done. 

John Gross is the co-owner of Digital Muse whose 

current projects include the feature films Beowulf and 

Breakfast of Champions, "Star Trek: Deep Space Nine, " 

"Star Trek: Voyager," Lockheed Martin's "The Future" 

commercial, and feature trailers for Star Trek 9 and 

Virus. You can emailhimatjohn@dmuse.com. 
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Amiga Reborn! 

WHAT DOES 




? 



For the first time since acquiring the Amiga technology more than a year 
ago, Gateway 2000 subsidiary Amiga, Inc. has finally shown an interest in 
making a future with the platform. At the recent World of Amiga show, 
Amiga, Inc. unveiled plans for a new OS, a future Amiga super system, and a new 
"temporary" machine due in November that will bridge the way to the super system. 
But what does this mean for current Amiga users? Is it too little, too late? And 
where does this leave Video/Toaster Flyer owners? 



The Announcement 



On May 15, Amiga, Inc. 
announced at the World of Amiga 
show in London that by this 
November it will release a special 
"bridge Amiga" system as a pie- 
cursor to an Amiga super system 
that will appear in about two 
years. The bridge system will be a 



Amiga 
Timeline 



November 1998 

• Amiga 4 OS 

- Amiga/PC "Bridge" 
Computer 

Early 2000 

- Amiga 5 OS 

- Amiga Super System 



combined Amiga and PC in one 
box, containing the new Amiga 4 
OS. Within two years, an Amiga 
super system, containing a new 
custom chip and Amiga OS 5, will 
be publicly released. 

What It Means 

The bridge system isn't being 
designed for everyday users. It is 
being created with developers in 
mind so that they can begin 
developing for the new Amiga 
super system and have software 
and hardware ready by the time 
the new system, referred to as the 
"Digital Convergence" system, 
ships in the year 2000. Although 
the bridge system isn't being cre- 
ated specifically for users, Amiga, 
Inc. hinted that it may still be 
available to the public. The 
bridge system is said to be faster 
than current PCs and uses x86 



processors. The Amiga 4 OS will 
be widely released. 

According to Amiga, Inc., the 
super system will be optimized to 
be up to five times better than 
today's best available systems, 
The main focus of the new sys- 
tem will be on multimedia tech- 
nology. In the meantime, the 
Amiga 4 OS will be backwards- 
compatible with current Amiga 
software. 

Behind the Scenes 

Amiga, Inc. gave Gateway 2000 
15 different plans for Amiga's 
future. It was only two weeks ago 
that Gateway settled on one, just 
prior to the World of Amiga event. 
All the details of the final plan 
couldn't be worked out by May 
15, so more than two-thirds of the 
planned announcement by 
Amiga, Inc. were cut! 
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PC Graphics & Video 



PC Graphics & Video is the only publication serving 

corporate digital content creators using Windows. 

Leading the industry in digital imaging, video and 

3D animation coverage, PC Graphics & Video focuses 

on serving the information needs of creative 

professionals in the dynamic corporate market. 

Delivering superior and 

timely editorial including 

new product reviews, 

in-depth features, and 

techniques, PC Graphics & 

Video helps increase 

productivity and offers 

insight on technology 

and trends. 




Digital Studio 



Digital Studio is the essential cross-platform 

digital content creation resource for high-end 

animation, video, and game developers. Digital 

Studio addresses the needs of professionals in 

the growing digital content creation market. 




NewTekniques 



DCC Expo 



NewTekniques offers in-depth coverage of NewTek's 

LightWave 3D and the Video Toaster/Flyer. 

NewTekniques' first priority is how-to educational 

content to help users improve the quality of their 

productions. Industry professionals share their 

insight with product reviews, tutorial features, user 

profiles, and dedicated a-- «95§i 

coverage of NewTek news 
and technical developments. 




DCC Expo is the premier event addressing the 

convergence of digital content creation for both 

entertainment and business. The DCC Expo, to 

be held December 2 - 4 at the Los Angeles 

Convention Center, is the first conference and 

exhibition bringing together two unique segments: 

buyers and resellers of 
digital content technology. fclkJC ^^# 




content creation 



To sponsor 01 
exhibit at DCC, 
call Joshua Garey at 
203-25&4700. X1D3 
01 fax 219-723-9122 
tor more Information. 
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Meaning for Toaster/Flyer Owners 

Even though NewTek remains the 
largest developer for the Amiga 
platform (Toaster/Flyer), reports 
indicate that Toaster/Flyer cards 
may not fit into the bridge system 
coming out this November! If this 
is the case, then some sort of 
"externa!" connection or box will 
have to be connected to the 
bridge system in order to use your 
Toaster/Flyer. 

How much the Toaster/Flyer 
will benefit from the Amiga super 
system will be determined by 
how serious Amiga, Inc. is about 
working with NewTek. At this 
point, NewTek has refused to 
aba; don a system that every 
other big company abandoned 
years ago. 

The Best Scenario 

Amiga, Inc. should work closely 
with the intelligent minds at 
NewTek in gathering input for 
this next-generation system. 
NewTek alone could bring the 
new system thousands of users. 
or NewTek could abandon the 
system and Amiga, Inc. would 
lose thousands of potential users. 



Figure 1 



The time for Amiga, Inc. to 
approach NewTek about an 
alliance and win-win situation is 
now\ 

Newtek's Reaction 

NewTek has not yet reacted to 
the announcements made at the 
World of Amiga show. However, 
a few weeks prior to the show I 
visited NewTek where I saw first- 
hand that it was still working on 
Amiga projects. I asked 
NewTek' s CEO, Tim Jenison, how 
he could advance the Flyer to the 
next level without a new Amiga 
system. His short response was 
that it could be done, hinting that 
the next generation power of the 
Flyer is already within the 
Toaster/Flyer card. Do I hear 
"Flyer 5.0" in the future? 

1 do not doubt there are some 
big things coming for Flyer own- 
ers. In fact, NewTek's marketing 
of the Flyer has drastically 
increased recently! 

FMG 1.0 Super Tip 

Here s a great tip on ultra-quick 
digitizing of photos for Flyer 4.2 
owners, taken right out of the 



pages of the Flyer Mastery Guide 
-Veision2.0: 

If you have the need to record a 
lot of photos, an ARexx script 
called Photo2Still will nearly 
automate everything and save 
you tons of time! 

Here's how: 

(When you have a picture in 
. DV1 or DV2 that you want to 
save, go to your ARexx direc- 
tory to start. 

2 Double-click on the "vi" fold- 
• er. 

5 Double-click on the 
. Photo2Still icon. It will ask if 
you need instructions. Click 
No. 



4 



i 



You are asked to select a 
. compression mode. Select 
High Quality 5. 

You are asked which Input 
has incoming video. Most 
people have their cameras 
connected directly to Input 1. 
If this is your setup, click 
Video Input 1. 

You are asked if you are 
using a GPI trigger or mouse. 
If you have no idea what a 
GPI trigger is or know you're 
not using one, click Mouse. 

I Select the Video drive you 
• want to save to and a name 
(like PhotoOl}. Click Pick. 

8 You are asked to enter the 
• number of stills you have to 
grab. It wants to know how 
many photos you plan on 
digitizing (if you were going 
to digitize 50 photos, you'd 
enter 50). Enter a number 



? 



and press Return. 

A new box, "The VIFLY 
• Macro is Now in Progress" 
appears along with a but- 
ton that says "Click Here 
to Record Video!" See 
Figure 1 . Every time you 
click on the "Click Here To 
Record Video!" button, it 
will grab the photo your 
camera is pointed at and 
automatically save it as a 
Flyer Still! Then it is ready 
for the next one! The box in 
the middle of your screen 
will progress to show you 
how far along you are with 
your digitizing session. 
This automated process 
can save you hours of time 
on big photo-digitizing 
sessions. 

Tutorial Online! 

A new subscriber-only area 
has opened up on the 
NewTekniques Web site. You 
can find the new area at 
www. ne wtekniques .com/bonus 
I've expanded my "Flying 
High" column on this new site, 
where it is called "Flying High 
Online.'" There you'll find a 
brand new Flyer tutorial and 
additional tips! Furthermore, 
there's another new Flyer tutor- 
ial coming your way in the 
August/September issue of 
Newlhkniques. Enjoy! 



Joe Tracy is the author of the Flyer 
Mastery Guide -Version 2.0. He can 
he reached at jtracy@advanstar.com. 
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Desktop Digital Video, 3D Design & Animation and Advanced Computer Graphics 



I 




§ 




Lightwave 3D 5.5 

While maintaining all the features and ease-of-use 
that it has always had. this improved interlace has 
higher resolution, enhanced. OpenGI- capabilities, 
volumetric lighting and morel 

NewTek [HT-K2MH] 'CALL 



Universal 3DCD i S a cotes™ oi 

450 royalty-tree 3D meshes and images by 
Dedica:ed Digital Imagery for computer animation. 
This lib'ary has buildings, vehicles, anatomy, 
lumishogs and more! 



Universal 30CD 2 
Digital Museum 2 
Plaid Companion 2 
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AURA 

A unique palette of paint tools, eel animation, 
special effects, compositing, 2D animation & 
charade' animation, Aura combines key features 
of all ol these in ore superb system You can take 
any digital image and add moSoni, color, 2D and 
3D elements, effects and titles. 
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Motion Plug-In Pack 

This five-in-one plug-in package from NewTek 
helps animators create realistic motion. Plug-ins 
included: Gravity. Oscillator, Follower, Serpent 
and Cyclist. 

Motion Paik [M1-KZQ07] '225 

Film Grain [020081 '135 
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j Polyqoneat©r 

Polygon Eater is a polygon reduction 
pfug-c lor Lightwave 3D thalwegs 3D model 
designers from the time-consumifig task ol manually 

convertjng a model into mufiipla resolutions- It can 
automatically reduce the number of polygons to the 
number deseed by the user, while maintaining the 
charac.enstics arid overall shapes of models. 

Polygon Enter [DS 13001] *169 
D-Storm Motion Designer [DS-T300?) J 399 




Surfaces and mora surfaces! Fractateer. 

from Dynaiue Realities, is a fractal noise shade 
plug-in that replaces Lightwave's Fractal Noise, 
adding even more control and versatility over 
animation, appearance and opacity. Using 
Fra-talizer. you car create lire, explosions and 
rea'ist-c clouds without the huge rendering time 



Dynamic Realities [0N-R2010] 
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miroVIDIO DC50 



data rate up to 7 MB'second ■ aidio sampling up 
to 4S kHz tor CD quality audio • component, 
S-video S composite I'Q connects ons • rack- 
mountaule breakoul box with professional 10 
connections • hardware accelerated rendenng 
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Inspire 3D is a powerful, yet easy to learn 
3D program designed specifically lor the needs of 
the professional graphic artist. Before you know il, 
you'll be creating stunning graphics that satisfy 
even the most demand fig clients. 
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PHCtPllON PY1 Dgo v<*c Rzxrx< S Capfcn Can) 
KKttWXt MV ricffllMut-TnoiAjM 
PEBCrf nON PfX PVR TMoi tafcenai 
DPS VIDEO ACTION PVR 5.0 Ejiwg SSt*a:e 

Mt txicume producer • ti ioggiug 
sonwAtt feoM imaginc moajas 
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Lightwave Tutorial Videos 



Desktop Images brings you instructional videos 
id help you create amazing effects and scenes 
with Lightwave 3D. 



SorxrnohSiHoiiqTHhrinues [N-W038] 
Scrl«^ Techniques [IV-VAD43] 
l^ecMcfues [RVV6036] 



'33 
! 33 
'33 




World Construction Set 3.0 

The best photorealistic tenain rendenng and 
animation software on the planet just gol better- 
New leatures include Terrsfteclor^, extensive 
interlace enhancements, Effects and more! 
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Create Realistic Trees in LightWave 30 
Grow me tree from the ground up. add leaves and 
bark with different colors and textures, have mind 
blow through She branches and watch the trees 
sway Also includes a real-time preview window! 

Dynamic Realities ffiw Ptodvtit *CALL 




Oxygen 202 will enable you to design 

and manipulate complex models and scenes in 
real-tine with features like perspecirve-correet tex- 
ture mapping. Gouraud sharing, doubts butfenng 
& more, Oxygen cards are pure creative luel for 

3D acceleration in Lightwave or 3D Studio MAX. 

Dynamic Pictures [DYP5D02] 'CALL 



Don't Go Far Without 

CALIBAR! 

Caliban is the portable video ca ibration 
equipment that Fits easily in your 
pocket! It's as small as a ballpoint pen. 
but big enough to do the job of mosl 
rack systems! Calibar's 10-bit -1 Fsc 
precision digitai-toanalog conversion 
assures you ol rughly accurate lest 
patterns like you've always had. 
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Digital Video Direct 3001 ClarX St . Champaign, i_ 611121 OUR POLICY: V8A, Maste-CaW, Atencart Express & D,$cow accepted. UPS & FedEx shvyng arable. No surcharge on sxe&t card oroers- 
Credit card is mi chavoi unti jrie'st-vs S5$CCQD!ee casioiV ctezse caV for nslrucrorts on COD cries over SJOOO PwamiliBXi company checks aGttpUd prepayment onfy University, school and 

gavem.ini,-\tr ■'"'■'■' ,.-_--,--■ : -,-- | .....__ ■ , ... ^ ■.-■■-• ^ C! -jg &'ea:ext;!r$$pQn$^fGt typographical prrO's 

15% restocking tee kr terns mmed and tvleKhangetS tor same Reims aueplBilmOwi JO Oars ol nocedale Customer sresponstile to alstqrwy charges SHIPPING. 0-5 IDs $6 00. 5-30 to add 
Sim*cw20txmtt:*R3^i^zxoefSirw»irtecxr^tfrilL5<x^ For yoj ptneaon we cfw* end* cads awoughtf (NTK98Q6-UQ5) 



'.'.:.:■ Fri. Som Spm (1 Sol. 3 30am 5 30pm 

888-383-5933 

TOLL FREE [8B8-DVD-LW3DI 

24 Hour Order Fax 21 7-356-431 2 

Customer Service 217-355-2785 

Han- Fri. 9am -5pm CI 

E-Mail solutions = dvdireit.<om 

Address 3001 Clark Street 

Chompnign, IL 6182' 

Intemolionol Soles 217-355-2785 

www.dvdire<t.(om 
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BY SCOTT 

WHEELER 



Itie fourth installment in 

the second level ol 

LightWave courses 

—"lightWave 201." 



RUSTIC WOODWORKING 




Figure 1 




Figure 2 




So, you have finished your homework and are ready to move on with the 
completed Longhouses, right? If not, I have made the finished model avail- 
able on my Web site at www.uberfx.com and the NewTekniques Web site, 
www.newtekniques.com. For those of you who at least attempted the homework, 
congratulations! For those who just waited to get the finished model, shame on you! 

model that these surfaces 
are covered mostly with the 
logs, and that we will only 
catch glimpses of them 
underneath, we should not 



Figure 3 



For this session we will be 
adding texture to our Longhouse 
in preparation for compositing in 
a woodland scene. 

1 Let's stait by loading, into 
« Modeler, the Longhouse from 
our last article with the 
homework additions added 
on to it. We are going to 
make a lot of texture 
changes to the model so lets 
save a few different versions 
of our model. Save the first 
version out as 

"Longhouse_Plain." This will 
be the base model so if you 
want to start from scratch 
later you have it on hand. 
Save the Model again and 
call this one 

"Longhouse_Final." Now we 
can make all the surface 
changes we want to keep. 

1 Close the objects panel [ p ] 
• and hit the spacebar to tog- 
gle the Mouse mode to 
Rotate. In the numeric 
requestor | n ] set the head- 



ing to 22 and make a key 
frame at [ Enter Enter ]. 
Change the view to Camera 
[ 6 ] and render a frame 
[ F9 1 Your frame should look 



I 



like Figure L 

In Surfaces, click and hold on 
the Current Surface popup. If 
all went well you should 
have three surfaces other 
than "Default." These sur- 
faces should be named 
"Log," "Longhouselntenor." 
and "LonghouseWood." We'll 
start surfacing our model by 
highlighting 

"LonghouseWood" in the 
Current Surface popup. 

"LonghouseWood" is the 
surface name of the underly- 
ing polygons. This is the sim- 
ple hut shape that we used 
to start our model. We are 
going to texture this part of 
the model to look like the 
mortar or clay that was used 
to insulate the huts. Since 
we know after building our 



4. 



spend a lot of hard work sur- 
facing. The impression of 
detail will be all 
that's needed. 

With "LonghouseWood" 
selected, click on the Surface 
Color button to bring up the 
color requestor. This will 
allow us to set the base color 
for our surface. This means 
that all other surface color 
changes we make will be 
blended back to this main 
color. In the popup enter the 
following RGB values— R: 75, 
G: 90, B: 99. 

By default, LightWave 3D 
uses the Windows color 
requestor. If you would rather 
use the old-style color 
requestor, simply hold down 
the Shift key when clicking 
on Surface Color, With our 
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base color taken care of, let's 
add a little color variation. 

5 On the right side of the 
• Surface Color line is a button 
labeled T; this is the Texture 
Button for surface color. It 
allows you to add either an 
image file or a procedural 
texture to your surface. 

In this case we are going 
to add some fractal color vari- 
ation. Click on the T button to 
enter the Color Texture panel. 
To add some fractal noise we 
need to select it in the 
Texture Type popup. 

To apply the effect, we 
need to change two values for 
the noise. Set the Texture Size 
to X: 100mm, Y: 100mm. Z: 
100mm and the Texture Color 
to R: 78. G; 77, B: 48. Click the 
Use Texture button at the bot- 
tom of the panel to bring us 
back to the Surfaces Panel. 

At the bottom of the Samples 
• Panel click Render to see a 
preview of our texture so far. 
You should now have a nice 
blend of color from a brown- 
ish hue to a gray. The sur- 
face is too smooth, however, 
so we need to add some ele- 
vations for a more realistic 
look. 

rAt the bottom of the Surfaces 
• Panel is a T button next to 
Bump Map; click it to open 
the Bump Map Texture 
Panel. One of the more nat- 
ural procedurals in 
Lightwave is Crumple, so 
make Crumple the Texture 
Type. The only value we 
need to change for our needs 
is to match the Texture Size 
with that of the Fractal Noise 
we added to the Surface 
Color. Therefore, set the 
Texture Size to X: 100mm, Y: 
100mm, Z: 100mm. Render a 
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sample [ s ] of the surface 
and notice that there are 
now crumply patterns on the 
surface making it look more 
like clay. Close the panel by 
clicking on Use Texture and 
activate the Smoothing 
checkbox. 

[Activate the Objects Panel 
• and save the object. 

Return to the Surfaces Panel 
■ and change the Current 
Surface to 

"LongHouselnterior," If you 
recall, this is the poly we 
placed inside the doorway so 
we didn't have to build an 
actual interior. Also, since 
our birds are going to flock 
inside the Longhouse, this 
panel gives us a clear van- 
ishing point for the birds 
inside. With all that said the 
surfacing of this section is 
quite simple. We want a sur- 
face that does not transmit 
light back to the camera. We 
can make this happen by 
setting the Diffuse Level of 
the surface to 0%. 

The following images we 
will be using to texture the 
remaining surfaces of the 
Longhouse will be availible 
on my Web site and the 
NewTekniques Web site. 1 
will be referring to them by 
name here and using them 
as figures in the article so it 
will be clear which images 
go where. 

In the Surfaces Panel change 
'. the Current Surface to "Log." 
Since the logs we created 
are the most prominent fea- 
ture of the Longhouse. we 
should not use procedurals 
for their surface, I got a 
scanned picture of an old 
knotty wood to use for the 
logs. This image is called 




Figure 5 




Figure B 




Figure 7 
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"OldWood_Noimal.ifr 
(Figure 2). The first thing 
you'll notice is that the 
image is not a seamless one. 
In future articles we will be 
branching out of LightWave 
and into paint programs like 
Photoshop were we will dis- 
cuss painting techniques. For 
now, though. I have supplied 
the finished seamless map I 
created, 

"Old Wood_Seamless .iff , " 
(Figure 3). The final images 
we need is a grayscale called 
"HouseTrans.iff" shown as 
Figure 4 

In the Images Panel load the 
• three images. 

Returning to the Surfaces 
Panel, select the T button on 
the surfaces color line. Here 
is where we will be applying 
' OldWood_Seamless.iff" to 
the color channel of the sur- 
face. Since our Longhouse 
logs are not all aligned on 
one axis we can't Planer 
Map and since we want to 
surface the front, back, and 
sides at the same time we 
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can't Cylindrical Map it, 
either. Fortunately, 
LightWave provides us with 
a mapping type we can 
use — it is called Cubic, Set 
the Texture Type to Cubic 
Image Map and make the 
Texture Image 
"01dWood_Seamless.iff." 
What Cubic Mapping will do 
is map all sides of our object 
equally. This is where having 
a seamless image comes in 
handy. Unlike the other map- 
ping styles, where you would 
be left with a seam down 
one side of an object or along 
only one axis, Cubic 
Mapping will make seams 
on every axis at once. 

We want our image to be 
mapped over the surface sev- 
eral times, so set the Texture 
Size to X: lm. Y: 750mm. Z: 
2m. This will give us enough 
repetitions of the image to 
not make it too stretched. To 
finish with the color portion 
of the surface turn off 
Texture Antialiasing and 
click on Use Texture. Render 
[ F9 ] a frame of the 
Longhouse. Your images 
should look like Figure 5. 

Now that we have a good 
. base color we can add a lit- 
tle breakup in the specular. 
This will add more interest to 
our surface as light reacts 
differently across the 
Longhouse. On the Specular 
level click on the T button. 
We are going to use the 
same image, "01dWood_ 
Seamless iff" for our Texture 
Image and we will again be 
using Cubic Image Map as 
our Texture Type. The only 
difference we will make 
between this and our color 
map is the Texture Size. Set 
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that to X: 600mm. Y: 300mm, Z: 1.1m. 
This will ensure that the Specular and 
the Image Maps are not aligned even 
though we aie using the same image. 
Turn off Texture Antialiasing and click 
Use Texture. On the Specular level check 
Color Highlights; this will make all light 
bouncing off the surface of our object 
become a blend between the surface 
color and the light color. Render [ F9 ] a 
frame of the Longhouse. Your image 
should look like Figure 6. 



15. 



16". 



II. 



Since our Longhouse has been sitting out 
on the plains for many a year, our final 
step in its texturing will be to add some 
water damage to the base wood and an 
overall weathering to the surface. We will 
accomplish both of these tasks with the 
"HouseTrans.iff" image shown as Figure 
4 when applied to the Diffusion Level. 
Click on the T button next to the 
Diffusion Level and make 
"HouseTrans.iff" the Texture Image. 
Since the front of the Longhouse will be 
the most prominent section in our final 
animation, we can break one of the cardi- 
nal rules of texture mapping and Planer 
Image Map this image along the Z axis. 
The resulting streaks down the sides will 
get lost in the complexity of the logs and 
in the shadows of the final image. 

Click Automatic Sizing to make the 
image snap to the size of the object 
Leave all other values the same and click 
Use Texture. Render [ F9 ] a frame of the 
Longhouse. Your image should look like 
Figure 7. 

In the Objects Panel save your object- 



That completes our texturing of the 
Longhouse! Since this was not the most 
action-packed section of our project 1 have 
included a frame from the animation we will 
be creating (Figure 8} to keep you interested. 
Next time we will be laying the ground work 
for making our birds flock to the hut Since 
we'll be using Particle Storm, you may want to 
pick it up. As always I can be reached at 
uberscott@uberfxcom- 
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LightWave 30 recreated the 

"Storm ol the Century" for 
National Geographic, 
courtesy of Radical 3D. 



BY 
GREG NELSON 



STORM OF THE CENTURY 




I 



n March 1993, the National Weather Service computers were humming 
along nicely, when one of them began predicting a shift in both the 
polar and tropical jet streams. According to that computer's model, we 



were headed for a "century event." 

The prediction its recent NBC special chronicling 
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LightWave 3D shot of Match 13, 

1993, Storm of the Century" 

just past Florida, working its 

way up the East Coast 

(Image courtesy of 

National Geographic) 



proved correct. For 
the first time in the 
20th century, the two 
rapidly moving rivers 
of air slammed into 
each other over the 
Gulf of Mexico. The world 
watched as the largest, most pow- 
erful storm ever recorded on the 
planet Earth engulfed the entire 
eastern United States and 
stretched down to South America. 
It was called the "Storm of the 
Century," the name National 
Geographic appropriately gave to 



the event. 

To better illustrate the storm' s 
size and intensity, the "Storm of 
the Century" producers turned to 
Los Angeles, CA-based effects 
company Radical 3D to bring the 
storm to life 

"It's not as difficult as you 
might think," said Radical 3D's 
owner Jason McKinley, who is 
also an animator. For all intents 
and purposes McKinley is right. It 
isn't a complex shot at all, but it 
took a significant amount of fore- 
thought to get it right. 



Editor's Note: We are honored to introduce Greg Nelson, a senior animator at Disney D/fx who joins NewTekniques as the 
new WaveFX columnist Nelson is a long-time LightWave 3D user (since it first appeared with NewTek's Video Toaster/ who 
also has a degree in journalism. He recently directed the animation for Top Secret, a 3B0-degree ride film for an amusement 
park in China (see the "Designing Top Secret Thrills" article in the "My Turn" feature of the May/June issue of Digital 
Studio). Prior to Top Secret, Nelson was the head of animation atZM Interactive. Within two days after taking over WaveFX, 
Nelson had already visited hw LightWave 3D special effect companies, gathering information on cool LightWave projects 
that he will be sharing with you in future columns. 

"My goal for WaveFX is to help you become smarter at using LightWave 3D, " Nelson says, "I'll discuss the process of 
using your head, thinking a shot through, and knowing what you want before ever clicking on the LightWave icon, " 



First, they needed to establish 
the scene requirements, In this 
case, the producers wanted to 
start in close on the Earth and pull 
back, revealing the storm's 
immense size. Not too difficult. A 
keyframe here, a keyframe there, 
and your motion is done. 

Next, Radical 3D needed to 
determine how much detail was 
necessary 

"They wanted to be pretty close 
to the Earth, so we were using 
huge image maps — up to one 
kilometer per pixel," said Radical 
3D animator Jim Dziadulewicz. 
For an image map with that kind 
of resolution, Radical 3D selected 
the high-resolution Earth image 
from ARC Scientific Simulations. 

"You know the shot from Deep 
Impact where we see the comet 
slam into the Earth? It's the same 
image," Dziadulewicz said. "We 
just darkened it up a little to make 
the whole scene look more dra- 
matic," 

Dealing with an image of this 
size is where forethought comes 
into play. You have to ask how 
much you really need. The entire 
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The sphere object in the background and its morph tar- 
get in the foreground in Lightwave's Modeler. 



high-resolution image weighed in at about 
2GB. It doesn't matter how much RAM you 
have, that's going to hurt. After determining 
the shot's necessary field of view, the image 
was cropped in Photoshop and saved as a 
new image map, dropping size and decreasing 
render times dramatically. The same process 
was done to the bump map, the specularity 
map, and the diffusion map. 

The mapping was pretty standard, although 
not exactly what you might think. I don't know 
about you, but when it comes to mapping the 
Earth, my mind generally defaults to spheri- 
cal. It seems logical. However, in this case the 
answer is actually planar image mapping 
along the Z axis. I know it seems strange, but 
play along; it actually makes a lot of sense. 

As soon as the image was cropped, it was 
no longer spherically mappable. So, in order to 
avoid figuring out how a small image would fit 
onto a significantly larger sphere without it 
stretching all over the place, McKinley created 
a flat plane in Modeler with exactly the same 
dimensions as his cropped maps. The plane is 
subdivided several times into about a 1,000- 
polygon plane. 

To do this, give this plane a suiface name 
like "Earth " and save it. Then in Modeler, take 
the bend tool and curved the Hat plane so it 
had a similar curvature to the Earth. You can 
give this object a different surface name and 
save it as a different object. 

Now, in Layout, the flat plane gets all the 
appropriate image maps. Automatic sizing 
should take care of everything. Then the 
curved plane becomes the fiat one's morph 
target. Set the morph value to 100 percent and 
it's done. 



An OpenGt view of the Earth image map morphed into 
a partial sphere in Lightwave 3D's La/out. 



The real work in this entire shot was getting 
the storm to work. "Until this project, the 
storm never existed as a color image," 
McKinley said. Since the shot required being 
very close to the cloud layer, it also required 
extremely high-resolution images of the storm. 
It also required knowing where to find them. 

Since the storm occurred March 12 through 
14, 1993, that was all the information neces- 
sary for the National Weather Service (NWS) to 
do its thing. The NWS can pull raw satellite 
data and deliver it as a black-and-white 
image. For the purposes of this shot, the NWS 
image did not exist in high enough resolution, 
so Radical 3D delivered it to ARC Scientific to 
rez it up (see "Terms of the Trade," above). 

"We originally planned to do an image 
sequence that morphed from image to image 
in Elastic Reality, so you could see the storm 
rotate over time," McKinley said. However, 
when you consider the satellite images of the 
storm coming back from ARC weighed in at 
80MB, and there was only a week to deliver, an 
image sequence was out of the question. 

The answer is to map the image the exact 
same way the Earth image was mapped. The 
fast way to do it is import the flat Earth object 
into Modeler, change the suiface name to 
"clouds" and save the object as clouds.lwo. 
Load the new cloud object into the scene. In 
the surfaces panel, use the cloud image as a 
color map, bump map, diffusion map, and 
transparency map in the same manner as we 
mapped the Earth images. Then use the 
curved Earth object as the cloud object's 
morph target. Raise the cloud object off the 
surface of the Earth object just slightly, so they 
are not sharing the same space. 



Terms of the Trade 

Rez it up — Increasing the pixel 
depth or amount of pixels in an image. 
Rule of thumb: Don't increase an 
image's size much beyond 30% or the 
image will become blurry. However, in 
the case of clouds, that can be a good 
thing. 



The only thing left to do is to set key 
frames for the cloud object, so it appears to 
move in an easterly direction, from the Gulf 
of Mexico across Florida. It doesn't have to 
move much, it just needs to create the illu- 
sion of movement. 

That's it. The scene is set up and once it 
is lit, it is ready for rendering. I won't get into 
lighting because everyone has different 
tastes for glows, lens Bares, and all the 
drama associated with the sun rising over 
the Earth. 

I know this is a very basic scene setup. 
However, it is simplified and quick because 
it was thought out in advance. Ultimately, 
no scene is ever judged on polygon count. 
Scenes are judged on final image quality. 
This just happens to be a simple scene that 
looks great. 

"Storm of the Century " aired during prime 
time on NBC in mid-May. Radical 3D also 
simulated a Lightwave 3D Sperm whale 
animation (sonar navigation and a skinned 
whale) for "National Geographic 's Monsters 
of the Deep." Both are available on video 
from National Geographic at (800) 261-8183. 

Greg Nelson is working as a senior animator 
for Disney's D/fx division. He can be reached 
at kirSnevboy@msn.com. 
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CANDID OPINIONS ON THE LATEST PRODUCTS AND PLUG-INS 



Lightscape J.I Review 



BY DAVE THOMAS 



Lightscape 3.1 is a radiosity-rendering package that allows you to render 
scenes with far more realism than the standard Lightwave renderer. The 
program interface includes a large main screen and several smaller win- 
dows to the side. The main screen is called the Graphics window. This window dis- 
plays the geometry that you are going to be rendering. The windows along the 
side show the various objects, materials, and lights that are being used in the cur- 
rent scene. The program has a pretty simple interface, and it doesn't take long to 
get used to its controls. 



M 



This is a sample of the realistic render- 
ing capabilities of Lightscape. 

The package comes with a set 
of excellent manuals, including a 
number of good tutorials that got 
me into the program quickly. The 
program also supports online 
help, and the help files in 
Lightscape are well compiled. 
Lightscape Technologies (a whol- 
ly-owned subsidiary of Discreet 
Logic) is to be commended for 
putting together such excellent 
documentation. 

To begin working with 
Lightscape, you need to import 
some data. Since Lightscape is 
not a modeling tool, it supports 
the importation of a variety of 3D 
object formats. including 



LightWave 3D, 3D Studio MAX, 
and DXF among others. Once 
inside the program, you can 
adjust the surface settings of the 
objects. Lightscape will read and 
translate most surface properties, 
but you can easily edit or add your 
own by editing Materials (color, 
transparency, smoothness, etc.). 
You can also assign texture maps 
to an object, as well as perform 
bump and intensity mapping- 
Version 3.1 of Lightscape sup- 
ports drag-and-drop for Materials, 
allowing you to easily assign a 
Material to an object simply by 
dragging it from the Material win- 
dow onto an object in the 
Graphics window. You can also 
texture images from Lvu 
(Lightscape's image viewing pro- 
gram) or Windows Explorer to 
quickly assign image maps 
which I found to be a very useful 
feature. 

Lightscape supports point, 
area, and linear lights. It provides 
a massive amount of lighting con- 
trol. You can put a color filter on a 



light, adjust its intensity, and give 
the light an associated lamp color 
specification, among other para- 
meters. There are many presets 
based upon real-world light types 
available, and it is possible to 
simulate new lights if you have 
the correct information from the 
manufacturer. The program also 
supports adding daytime or night- 
time lighting to the scene, includ- 
ing control over the exact time of 
day, sky conditions, and the phys- 
ical location of your scene. Just 
choose a city, or input the exact 
latitude and longitude 

Once you have everything set 
up, you can begin to calculate the 
radiosity solution. It is also possi- 
ble to use the navigation controls 
to move about the scene, study- 
ing it from different angles with- 
out changing camera angles and 
re-rendering This type of feed- 
back is invaluable, and makes the 
whole process of tweaking scenes 
a great deal easier. 

Lightscape 3.1 allows you to 
send a Lightscape file back into 
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LightWave. You have quite a bit of 
control over how LightWave will 
interpret the Lightscape lighting 
information, including using a 
plug-in like Gaffer to better control 
the lighting. 

Lightscape is not the kind of 
program you're going to master 
overnight. 

There's quite a bit of lighting 
theory that you have to under- 
stand in order to get realistic 
results from the program. 

Lightscape produces some 
amazing imagery. While radiosity 
rendering takes some time, the 
results are worth it. The images 
that Lightscape can create are 
among the most realistic 3D ren- 
derings that 1 have ever seen. If 
you're involved in architectural 
work, design visualization, or 
working on shots that have to look 
completely real, Lightscape is the 
program to use. 

Get more information on 
Lightscape 3.1 from the new 
InfoTek service located at www. 
newtekniques.com/infotek 
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BYJOHN JACKMAN 



Image FX ).0 



i 



mageFX 3.0 has hit the streets with a group of new features 
that significantly raise the capabilities of this tried-and-true 
program. WiLSliiL 



The most visible change in 
ImageFX 3.0 is the new 'win- 
dowed" interface, which allows 
multiple files and menus to 
remain open at once on a single 
screen. Another is the addition of 
true independent layers, similar 
to Adobe Photoshop, which allow 
the user to apply effects to layers 
discreetly without affecting other 
layers. For many complex compo- 
sition tasks, this can he a great 
(albeit memory-gobbling) conve- 
nience. Those who have only 
worked with composing invisible 
swap buffers will find a whole 
new world of fun using layers. 
ImageFX layers are not quite as 
flexible as those in Photoshop, 
but come close. Of course, the 
tradeoff is that ImageFX still 
beats the mass market giant 
hands down when it comes to 
batch processing and animation. 
Anyone who has tried working 
with Photoshop's primitive batch 
function will be very happy for 
ImageFX and its extensive 
ARexx support! 

The addition of layers allows 
ImageFX to expand its cross- 
platform strength with the addi- 
tion of support for layered 
Photoshop PSD files. I tested the 
program with a number of PSD 
graphics, including some very 
large ones designed for 3C0 dpi 
print. Each one loaded perfectly 
and preserved the Photoshop lay- 
ers properly. I was, however, 
unable to load any ImageFX-gen- 
erated layered PSD files into 
either Photoshop 3.05 or 4,01 so 
cross-platform nirvana is not yet 
realized. 




Jhe new 'windowed" interface for ImageFX 3.0 allows multiple files and menus to 
remain open simultaneously. In the upper left image, "Mr. Outdoors" was pho- 
tographed in front of a blue screen, then composited with an exterior backdrop using 
CineMatte in the center image. The image in the upper right is layered, with the 
"Pagecurler" effect applied to the top layer; the page curls up to reveal ImageFX- 
genera:ed clouds in the lower layer. 



A second change many will 
find important is extensive sup- 
port for the CybergraphX display 
system, which works on a num- 
ber of Amiga 24-bit display cards. 
In fact, the new windowed inter- 
face probably is at its best on a 
CybergraphX system, where all 
windows can display in full color 
depth. Unfortunately, most of the 
Toaster shops I've visited are not 
using CybergraphX on their 
Toaster setups, relying instead on 
the Toaster framebuffer and stan- 
dard Amiga display modes. 
That's okay, though, for the new 
windowed interface runs pretty 
well on the standard Amiga 
chips, though it can only display 
non-HAM modes. Also, 256-color 
Hi Res Laced is perfectly usable, 
especially if you can render out to 
the Toaster frame buffer to check 
the results. I'm not sure that I'd 
like to run this on an Amiga 2000 
display, however! 



Other new features include 
"Shatter," which applies animatable 
particle effects to an image; "Cloud" 
animates moving cloudscapes; 
"Splash" adds animatable raytraced 
water drops and other water effects 
to an image; and "Pagecurler" adds 
a classic turning-page effect. The 
excellent CineMatte bluescreening 
hook has been refined, and can now 
autodetect any background screen 
colon Additional matte correction 
and output options also have been 
added. 

The new "FXForge" module is 
worthy of special note, since it 
allows extensive construction of 
customized color channel effects. 
Creating new effects is not child's 
play, however, so it's fortunate 
that Nova Design has supplied a 
whole list of preconstructed 
effects. Even more handy, the 
FXForge settings are completely 
compatible with the Photoshop 
Filter Factory, and there are literal- 
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ly thousands of free Filter Factory 
effect formulas available for 
downloading on the Internet. 
You might never need to learn 
how it works! 

So what's missing? I have the 
same complaint 1 had in my 
review of version 2.6. This is a 
program just begging for a time- 
line-based front-end controller. 
In fact, this is where ImageFX 
really falls short of Adobe After 
Effects. 

Overall, I have to give 
ImageFX 3.0 a big thumbs up. Its 
strong integration with the 
Toaster Flyer make it unique in 
the image processing world and 
the addition of layers and the 
new interface are a welcome 
expansion of the program's mus- 
cular and flexible capabilities, 

Get more information on 
ImageFX 3.0 from the new 
InfoTek service located at 
www.newtekniqnes.com/infotek. 
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A new approach to 

creating lasers in 

Lightwave 30. 

BY DAVE JERRARO 




light on losers 

W 



e've all played around with lasers in 
LightWave 3D at some point in our lives, 
whether trying to recreate famous space bat- 



tles, or merely to etch out a shiny logo. It seems the most popular 
method of creating lasers is by creating a long hollow tube, mak- 
ing it luminous, and using the Polygon Edge transparency to make 
it look like a glowing beam of light. This will usually work, except 
when it has to move close to the camera. Then it seems to just shut 
off due to the Polygon Edge setting kicking in again (Figure la). 
Here's another method to try, which solves the disappearing beam problem mentioned above, and adds 



a few interesting options in the process (Figure lb). 



Load Modeler. Start out in 
the face view by creating a 
box. Select the Box tool from 
the Objects menu and drag 
out a box 10cm square. Hit 
the 'Enter' key to create a 



polygon. Use the 'Q' key to 
bring up the Surface panel, 
and give this a surface name 
of "Laser." Center it on the X 
and Y axis if it isn't there 
already. 




Figure la. The laser ship, firing tubular lasers. Note the prob- 
lem with edge transparency at sharp angles, making the 
laser vanish in front of the gun. 



Figure lb. The same scene, but this time using a few variants 
of the new and improved non-vanishing lasers. 



Select two points that are 
diagonal from one another 
and delete them. This will 
leave a diagonal line. Select 
the Extrude tool in the 
Multiply menu and extrude 
this along the Z axis. Use the 
default setting of 1 meter for 
this. You will now have a 1- 
meter-long panel consisting 
of two polygons. We only 
need one, so go to the 
Polygon menu and perform a 
Unify. This is important, as it 
will avoid any render errors 
later on- 
Select the Mirror tool and 
center it on the X axis. Hit 
Return to activate it. This 
will give us a simple object 
that looks like a thin extrud- 
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ed X (Figure 2). Save the 
object as Laser.lwo and that's 
it! Were done! Well, almost. 

Load Layout. Before doing 
. anything else, make sure the 
scene is cleared. You should 
have one single light in the 
center of the universe. Click 
on the Lights button to bring 
up the Lights Panel. Click on 
the button for Lens Flare to 
turn it on. The Lens Flare 
Options will now be active, 
so click on this as well. This 
will bring up the Lens Flare 
Options panel. 

Tlirn off everything in this 
panel, except Central Glow 
and Red Outer Glow. These 
are the only two options we 
need for now. Set the Flare 
Intensity to 75% and click 
the Continue button. 

Bring up the Camera Panel 
and click on the Custom Size 
button. Enter a value of 400 
for width and height so we 
get a perfectly square image. 

Go to the Record Panel, and 
set it up to save frames 
under the name of LaserMap. 

Click the Render button and 
leave the options set to 
Manual Frame Advance in a 
second or two, you will have 
a simple lens flare in the cen- 
ter of the frame, just slightly 
smaller than the width of the 
frame itself (Figure 3). You 
may want to locate the frame 
we just saved and rename it 
to get rid of the unnecessary 
frame number. 
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Clear the scene again and 
load up the Laser Iwo object 
we created in Modeler. You 
will need to move the cam- 
era slightly in order to view it 
since it will load edge-on to 
the camera. 

Go to the Images Panel and 
load up the LaserMap image 
we created in steps 5 to 8. 

Open the Surfaces Panel and 
seiect the surface named 
Laser. From here, we can cre- 
ate a wide variety of laser 
and energy effects, but to get 
started, we'll just make a 
simple, run of the mill laset 
First, set the color to black 
by entering for all three- 
color channels. Now. click 
the T button next to Surface 
Color. In the texture panel 
that opens up, select Planar 
Image Mapping and set the 
mapping axis to Z. Select the 
LaserMap image as the 
image map, and click on the 
Automatic Sizing button. 
Turn the Texture Anti-alias- 
ing off. then click on Use 
Texture. Set the Diffuse Level 
to 0% and raise the 
Luminosity to 50%. Finally, 
activate the Additive feature 
and make this surface 
Double Sided. Press F9 for a 
test render (Figure 4). 

What we have is a nice long 
laser-like effect that follows 
LightWave's lens flare inten- 
sity falloff by simply stretch- 
ing the cross-section of a lens 
flare along the surface of the 
polygons. Since we used a 
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Figure 2. A laser beam's humble beginnings. 



pair of perpendicular, inter- 
secting polygons, the laser 
will be visible and evenly 
luminous from start to finish, 
from any direction (except 
end on, which we'll cover 
soon). The beam's length can 
be adjusted simply by 
stretching it in Layout and 
creating new keyframes. 
Likewise, the width of the 
beam can also be adjusted by 
stretching it on the X and Y 
axis, making it look brighter 
or dimmer. Save this object as 
GenericLaser.lwo since we'll 
be using it a few times later 
on. Now, about those harsh 
edges... 

Select the Light as the edit 
. item, and parent it to the 
laser panel. Keyframe it there 
and open the Lights Panel. 
In here, click on the Lens 
Flare button, and then open 
the Flare Options. Activate 
the Fade in Distance button 
and give a Nominal Distance 
value of 2 meters. Raise the 
Flare Intensity to 100% and 
close the panel again Move 
the camera toward the far 
end, and face it back toward 
the light. Now, when you do 




Figure 3. The other half of the laser 
beam, a simple flare. 




Figure 4. Instant laser, almost! 



June/July 1998 TfKNKtVCS 43 

wwwjieivteto]]<jU!M com 





Figure 5. Now. this is looking better 




Figure 6. Phasers firing, captdin! 



a test render, you'll have a 
visual source that the laser 
seems to be coming from 
(Figure 4). 

This not only covers the 
edges, but adds to the effect 
as well, visually pinning the 
laser to its source or target. 
The same can be done for 
the end that hits the target, 
as seen in the title image. 
The object in its current state 
will be enough for most 
applications, but let's explore 
some other possibilities. 

We still have a slight prob- 
lem due to the shape of the 
laser. It still has an obvious 
flatness to it, which is very 
apparent at some angles. We 
can use Lightwave's Motion 
Blur feature to smooth it out 
and give it a sense of volume 



while we're at it. 

J Open the Motion Graph for 
I/, the Laser Panel and select 
the Bank graph. Create a 
keyframe at frame 1 and give 
this a value of 180 degrees. 
Set the End Behavior to 
repeat and close the panel. 

fyj In the Camera Panel, set the 
» Anti-aliasing level to low and 
turn on Motion Blur. Leave 
the Blur Length set at 50%. 
Close the panel and hit 'FID' 
to render 

In a few moments you will 
have a laser bolt, this time 
with its end smoothed out a 
bit, giving a slight misty, 
glowing effect. This laser bolt 
can now be viewed from vir- 
tually any angle without any 
flattening effects occurring 
like we had earlier. We've 
just rendered this object at 
five different angles as it 
rotated on its axis. The Blur 
Length of 50% only covers 
half of the movement from 
the current frame (frame 1 in 
this case) to the previous: 
thus the laser object only 
seemed to rotate 90 degrees 
Tne other 90 degrees occurs 
between frames and is not 
seen. Since the laser object 
looks the same from above as 
it does from the side, we only 
had to render half of its full 
rotation to have it end up 
looking the same as it did 
when it started rotating. It's 
also important to remember 
to render frame 1 and not 
frame when rendering 
motion blur. Frame will not 
calculate the effects of motion 
blui 

You may notice a slight 
star-like pattern emerging 
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from the way the individual 
anti-aliasing passes rendered 
the panel as it rotated. 
Higher anti-aliasing levels 
will smooth this out even 
more by filling in these 
spaces with additional pass- 
es, but at a severe cost in 
render time. If you regularly 
render a scene with 
Enhanced AA, then this 
blurring will not add any 
time to the renders. Uppmg 
the AA to medium or high 
sure will, however. Luckily, 
we can reduce this attract- 
ing without adjusting the AA 
level at all and at the same 
time increase our control 
over how the final beam 
looks. If you use Field 
Rendering, you'll need to 
double the amount of rota- 
tion again. The amount of 
motion blur is a percentage 
of movement going back to 
the previous frame, or in the 
case of field rendenng, the 
previous field. With Field 
Rendering on, a 50% motion 
blur will only cover half the 
object's motion in each field, 
so by doubling the rotation. 
we will have a full blurring 
from one field to the next. In 
the example above, we would 
have to double the 180- 
degree rotation per frame to 
360 degrees if we want to use 
Field rendering, 

Turn off the antialiasing for 
now and open the Objects 
panel. Load a duplicate of 
the Laser object and close 
the Objects Panel. 

Parent this second Laser 
object to the first, then rotate 
it on its bank by 45 degrees 
and keyframe it at frame 0. 



II 



Do a test render and observe 
what happens. 

This time, the laser appears 
twice as intense as it did 
when there was only one 
object due to the fact that 
the surface is Additive. If we 
used a luminosity of 100% 
this would have looked more 
like a close-up of a white flu- 
crescent tube. There are 
three ways we can control 
the intensity. We can adjust 
the luminosity, which is the 
most obvious choice. We can 
also adjust the texture opacity 
for the image map we 
applied. A 50% luminosity 
and 100% texture opacity will 
give the same effect as 100% 
luminosity and 50% texture 
opacity, as long as the base 
color is black. The third 
method is the use of Object 
Dissolve. This will allow us to 
animate the intensity of the 
laser in the same way we 
would use the Flare Dissolve 
option for lens flares. 

We can also view the laser 
with less worry about its ori- 
entation, making life that 
much easier for us. If we 
apply motion blur again, we 
can smooth out the edges 
more effectively at lower 
antialiasing levels. Since 
we're using a 50% blur 
length, we'll need to rotate 
our lasers 90 degrees at frame 
1 to cover the 45-degree dif- 
ference between the two 
objects (50% of 90 equals 45). 

Open up the Motion Graph 
. for the first Laser object 
again, and change the bank 
value for frame 1 to 90 
degrees Go to the Camera 
Panel again, reset 
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Antialiasing to Low, and turn 
on Motion Blur again. Do 
another test render of frame 
1 (Figure S). 

You'll notice the blurring is 
much smoother this time 
because the object was rotat- 
ing less, placing the AA 
passes much tighter together. 
We could go on adding more 
polygons to smooth this out 
even more, but multiple lay- 
ers of transparency have a 
bad habit of increasing ren- 
der times. With two copies of 
our laser object, we only 
have, at most, four layers of 
transparency to worry about, 
which won't impact render 
time too drastically. 

Wow that we've covered 
the basics, let's take a look 
at some of the endless varia- 
tions that this method offers. 
The first obvious variation 
would be color 

Clear the scene and render a 
flare that is pure white, with 
no red outer glow, by follow- 
ing the same procedure as 
outlined in steps 5 through 8. 
This one will prove useful for 
some of the effects we'll 
explore. Render up a few 
more lens flares, but vary the 
light color for each. For these 
colored lights, raise the flare 
intensity to 100% as well, to 
compensate for their darker 
appearance. 

Clear the scene and load up 
. your laser object. Experiment 
by replacing the LaserMap 
image with some of the col- 
ored flares using the Replace 
Image option in the Image 
Panel and render off some 
more tests. You might v/ant 
to start renaming the surface 



and saving new copies of 
this object under different 
names. I recommend creat- 
ing a directory to keep all 
these lasers in one conve- 
nient place. You're sure to 
want to save a few of these 
for later. 

ft Now that we've played with 
IV. color, let's add textures. 
Clear the scene and load up 
one laser object This time, 
we'll surface it differently, 
and use a fractal noise to 
define the color. Open the 
surface panel, and enter the 
following settings: 

Surface Color: 255. 255, 10 
Texture: Fractal Noise 
Texture Size: X: 0.05 

Y: 0.05 

Z: 0.01 
Coior: 255. 60. 10 
Frequencies: 3 
Contrast: 1 
Luminosity: 0% 
Additive: On 
Texture: Planar Image Map 

Use the white lens Dare 
image as the image map for 
the luminosity, mapped along 
the Z axis like we did earlier. 
Use Automatic Sizing to 
quickly fit the image to the 
object and do another quick 
test render. In a few seconds, 
you should have a close repli- 
ca of those familiar energy 
beams fired by that famous 
starship (Figure 6). All that's 
left is to add some texture 
velocity to the fractal noise to 
give it some added life. Try a 
value of 0.1 along the 2 axis 
and 0005 on the X or Y axis. 
Feel free to experiment with 
various color combinations 
and texture types. There's an 
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endless variety of possible 
styles with this simple 
method alone, but what if 
you want something that's 
not always so straight? 

Here's where the importance 
of having the polygons built 
at 45-degree angles comes 
into play. Clear the scene 
and load up the original 
Laser object. We'll surface it 
a bit differently again, but 
this time, we won't use the 
lens dare image. Remove all 
textures and set all the basic 
texture values to 0%. Give 
this a deep blue color. Click 
on the color channel's tex- 
ture button and select the 
marble texture from the pop- 
up. Enter the values listed 
below, paying close atten- 
tion to the Texture Center 
value. What this does is 
position the texture so that 
one marble vein will run 
down the exact center of our 
laser object. Normally, the 
center of the marble texture 
is half way between two 
veins, so we simply used an 
offset that is half the Vein 
Spacing amount. Without 
this offset, the closest veins 
would be running 0,25 
meters to either side of our 
laser, too far off to be visible. 

Surface Color: 15, 85, 255 
Texture: Marble 
Texture Axis: X axis 
Texture Size: X: 0.05 
Y: 0,05 
Z: 0.05 
Texture Center: X: 0.25 
Y:0 
Z:0 
Texture Color: 255, 175, 220 
Frequencies: 6 
Turbulence: 0.025 




Figure la. Playing with electricity has 
never been safer. 




Figure 7b. Another marble texture, this 
time in orange, gives a foggy look to the 
effect. 




Figure 8a. A marble vein, mapped on the 
Xaxis, looks fine on the horizontal poly- 
gon, but it completely covers the vertical 
one. 




Figure 8b. The same vein, this time 
mapped on two angled polygons. 
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Figure 9a. Very pretty. The result of mapping a repeating flare image on the X axis, 
this case with a blue flare. 



n 



Vein Spacing: 0.5 
Vein Sharpness: 25 

Let's light it up. Make sure 
. the luminosity value is 0%, 
then click the texture button 
for this attribute. Again, 
select the Maible texture, and 
enter the same values here, 
with one exception. This time, 
the Vein Sharpness will only 
be 15. This will create an 
identical marble vein that 
matches the color one above, 
but will be slightly wider. A 
wider vein will lighten not 
only the colored vein above, 
but also some of its surround- 
ing color. 

Luminosity: 0% 
Additive: On 
Texture: Marble 
Texture Axis: X axis 
Texture Size: X: 0,05 

Y: 0.05 

Z: 0.05 

Texture Center: X: 0.25 

Y:0 

Z:0 

Texture Value: 100% 

Frequencies: 6 



Turbulence: 0.025 
Vein Spacing: 0.5 
Vein Sharpness: 15 

A quick test render will 
show a bright pink vein (the 
color texture) with a blue 
glow around it (the base 
color), which looks remark- 
ably like a stroke of lightning 
(Figure 7a). 

Try this technique using 
various color combinations 
and texture sizes. Leave the 
vein spacing alone for now 
since changing this could 
cause the whole thing to van- 
ish. Try adding some velocity 
to the texture. Remember to 
not only apply velocity on the 
Z axis, but also on the X or Y 
axis. This will cause the tex- 
ture to change shape over 
time as well as seem to move 
along the length of the object- 
There is one rule here to fol- 
low: Do not apply a velocity to 
the same axis as the Texture 
Axis! Tiiis would cause the 
vein to slide sideways and 
vanish, which is something 



we just don't want. A marble 
texture can be better under- 
stood if you picture it as a 
stack of crinkly paper 
impaled on a skewer. The 
skewer would represent the 
Texture Axis, and each sheet 
of paper would represent a 
marble vein. What we see on 
a marble surface is a cross- 
section of this stack, where 
the polygons of the surface 
would intersect these 
"pages." 

Each marble vein is actual- 
ly a wrinkled plane that runs 
perpendicular to the map- 
ping axis, and parallel to the 
other two. 

This last point is exactly 
why we built our laser object 
with the polygons at 45- 
degree angles. If we were to 
try mapping a marble vein to 
a similar object whose poly- 
gons were not angled, we 
would have one polygon, 
which looked all right, but 
the other polygon would have 
the marble vein covering its 
entire surface. To see this, 
rotate the laser object 45 
degrees on its bank, and acti- 
vate World Coordinates. A 
test render now will show a 
marble vein affecting the 
entire surface of the vertical 
polygon (Figure 8a). 

Another reason to angle the 
polygons is for image map- 
ping. Since both polygons are 
at 45-degree slants, they now 
have the exact same dimen- 
sions, being 0.1 meters tall as 
well as wide. This is ideal for 
image mapping purposes, 
since an image mapped on 
the X or Y axis will appear 
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identical on both polygons 
(figure 8b). This can open up 
even more possibilities 
Here's a favorite: 

Clear the scene again, and 
load up a laser object. 
Rename the surface to 
"rings" and click the Surface 
Color texture button. You'll 
see the old lens flare image 
still there, which is fine. 
Change the mapping axis to 
the X axis, which will map 
the flare sideways onto the 
object. Change the texture 
size to X: 0,05, Y: 0.05. Z: 2 
Click the Texture Centet but- 
ton, and change the texture 
center to 0.025 on the Y axis 
and 0.5 on the Z axis. Make 
sure both width and height 
repeats are turned on for this. 
While we're here, set the 
Alpha Image to the flare as 
well. This will make the flare 
image look a bit smaller and 
more intense when rendered 
Click the Use Texture button, 
and then raise the 
Luminosity to 200%. Make 
sure you can see the object 
through the camera, then hit 
F9 for a test render (Figure 
9a). 

What you'll see here is an 
array of lens flares, forming 
two parallel rows on each 
polygon Nothing much to 
look at while it's stationary, 
but set it spinning like we 
did earlier, and it's a different 
story. For best results, add a 
clone of this object, rotated 
at 45 degrees to the first, as 
we did earlier. You'll notice 
there's a line down the cen- 
ter where the effect is com- 
pletely transparent (Figure 
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9b). The reason for this is 
there is no visible color at 
the center of the object as it 
is. As each polygon rotates 
edge on toward the camera, 
it becomes less visible, and 
since polygons have no 
actual thickness to them, 
they are invisible edge-on. 
This isn't really a problem, 
since this effect looks best 
when combined with one of 
our earlier lasers (Figure 
9c). 

This is just one example of 
what effects you can get with 
image mapping in this way. 
TYy using a gradient 
grayscale image as the 
Luminosity texture, fading 
out over the length of the 
object to achieve a flame-like 
effect, similar to that of a 
blowtorch. Use a Texture 
Falloff value of 2000 to have 
the image fade to nothing at 
the edges, giving a nice 
tapered look. Now we've 
opened up a variety of other 
effects we can achieve with 
this, like afterburners, torch- 
es, spotlight beams, comets, 
even candle flames! Look 
closely at the space battle 
image; the engine flares use 
this same technique! 

We've just touched on the 
Texture Falloff option, and 
this is another handy feature 
that can be exploited. All the 
effects we've played with so 
far are best described as 
steady energy streams. What 
about those short rapid-fire 
blaster bolts we've seen so 
many times in theaters' With 
the addition of the Texture 
Falloff, these are just a couple 
short steps away. 
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Load original laser object into 
'. a fresh scene again. Open 
the Surface panel and click 
the Color Texture button. 
From here, click the Texture 
Falloff, and enter a value of 
200% for the Z axis (yes, you 
can have a texture falloff on 
the mapping axis) Close the 
panel, and position the cam- 
era off to the side so you can 
see the entire object stretch- 
ing across the screen. Do 
another quick test render, 
and you'll have a short laser 
burst on your screen (Figure 
10). 



It's important to remember that 
the falloff value is the Percentage 
of falloff PER meter. This object is 
0.1 meters tall and wide, so we'll 
need a value of 2000% to have a 
texture fade off to nothing at the 
very edges. Remember we're 
making the texture falloff from the 
center, so it's falling off m both 
directions. This means the falloff 
distance is half the actual 
width/height of the object. The 
same is true for the length. Our 
laser is only one meter long, so 
you'd expect a value of 100% to 
work, but this falloff starts out 
from the texture center. After an 
Automatic Sizing, our textures are 
actually centered halfway down 
the Z axis, so we only have 0,5 
meters on each side for the falloff, 
thus the 200% value. Again, 
experiment with different values, 
as you will find many interesting 
effects can be achieved 

Nov/ that we can make all kinds 
of cool-looking lasers, we need to 
incorporate them into our scenes. 
The easiest way is to set up your 
scene normally, getting all your 
starships, characters, and other 




Figure 9b. The same object, this time spinning with motion blur. 



creations into place first. Once 
this is done, create a null and par- 
ent this to the end of your gun bar- 
rels, then load up the laser object 
of your choice. This is where it's 
nice to have a collection of pre- 
made effects. Parent the laser 
object to the null, along with a 
point light source. Now, you can 
set the laser object spinning as 
outlined above, if need be, and 
even add additional copies, then 
use the null object to control the 
size and direction of the laser by 
keyframing its rotation and size. 
Scaling the null to zero on the X 
and Y axis will effectively turn off 
the beam, while still letting you 
see it in Layout, which is great for 
aiming. Then, just animate the X 
and Y scales to have it turn on, 
blow away the enemy, and turn 
off again. 

To fire a short laser bolt, the 
setup is similar, but this time, 
don't parent the null to the gun. 
Instead, keyframe it at the end of 
the gun it will be fired from. Then, 
advance a few frames to the point 
where your bolt will hit its target. 




Figure 3c. Rings around a fractal green 
beam. 
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Lock the null's movement to the 2 
axis by turning off the X and Y 
buttons under the object edit but- 
tons. Now, holding the CTRL key 
down, simply move the null along 
its axis until your bolt has hit the 
target. Keyframe it here and set 
the motion type to Linear, under 
the Spline Controls button. 
Holding the CTRL key changes 
the way the mouse moves objects 
in layout by constraining them to 
the object's local axis, not the 
global one. If an object is rotated, 
and you want it to follow a path 
that would appear straight from 
its perspective, just hold that 
CTRL key down when you move 
it! It's much easier than trying to 
position it the old way by switch- 



ing through multiple views. 
The reason we don't parent the 
null to the gun in this case 
becomes apparent if your gun is 
moving. If we did, the bolt would 
always try to stay in line with the 
gun, resulting in a laser bolt that 
wanders around, possibly missing 
its target completely! This is par- 
ticularly true if the gun is moving 
around in a rapid fashion. By the 
time the bolt would reach its tar- 
get, the gun might not even be 
pointed in that direction, mean- 
ing the bolt had missed by a long 
shot! 

Well, we've covered quite a few 
variations on a very simple theme 
here, which should give you hours 
of fun and spark those creative 




Figure 10. The effect of Textura Falloffon the mapping axis. 

juices once again. Now go forth, 
young warrior, and blow thy ene- 
mies to tiny pieces! 

Dave Jerrard is a LightWave artist living 
in Canada. He's tired of being snowed 

upon and is currently targeting the 
effects houses in the Los Angeles area 

for a shot at working on one of his 
favorite TV series. 



Co-Pilot Audio & Co-Pilot Video 




ware 



"Just the kind of tools we need for flying" 



"Things are so much faster, 
I'm going to up my editing 
rates!" 

"Co-Pilot Video cut 6 gigs of 
waste from my project! 
That's like having an 
extra hard drive!" 

"I cut 300 stills to a music 
track, then added 300 
transitions with one click. " 



21 230 Meadow Lake Rd., Snohomish WA 98290 



"Co-Pilot Audio is just what 
I needed to make mixing a 
breeze. " 

"Aussie's audio ramping 
saved me hours and hours 
of work." 

"Wow! The time I've saved 
with Co-Pilot... my wife 
thanks Aussie!" 

"A truely satisfied user with a 
couple of great Co-Pilots. " 

(360)805-0148 

ozware@aol.com www.vionline.com/ozware 



■;S Tekkiquss June/July 1998 

:..■:.:: :-.:■ r:::: ;..■■/ . ::: 



Circle #221 



f 



X v 










if 






Keridan Eilfon— "Efflly Mommg fraakt" 

Soltware: LightVtae 3D 5.11 anil Si, Photoshop 

Description: Ihis was Ihe winning image in the February lightWave 
Mailing lis! conlesl. Ihe topic was "Olympic Spirit." 

email: kEn@mBgalooo.ca 





■to 

ShannonWegner— 

f 

Software: LightWavn 3D 5 5. fractal Painter, Photoshop. 
After Effects. 

Description: fhis is a slill horn a short animation of a 
humrnioghifd flying to and away iron a small group ol 
fairs. He entire image is built and rendeieri in light- 
IVive 5.5. witli the Exception ol the blurry background. 

email: smwegiercgpsk.sympatico.ca 



SUBMISSION 



i have an image you 
would like considered for 



ideation in 



magazine, save it as a Tlf 
or JPG Hie and mail rtto: 



Renders Submission 
201 Sandpoinle Ave. 
Ste. 600 
Santa Ana, CA 92707 

Von may also email il to 
itracy@advanstar.coni. 

Newlekiijues only 
publishes images that have 

not appeared in any other 
publications or nn the 
World Wide Web. 

Be sure to include your 
name, phone number, 
and a description of the 
image when submitting it. 



Garrett Sanders — 
"Travels Wilh My Ant" 

Software: LightWave 3D 5,5 

Description: fhis is a slill from at 
reel I recently completed. 

email: Saniierjr@aol.com 




RonWolfe— 
"UflhtWaveStorm" 

Software: LightWave 3D 5.5, Photoshop 

Description: This was tfie winning image in 
flu March ligiifc Mailing list contest. 
The topic was "Nature's Fory." 

email: itkaya@hrighl.nel 
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THE PROFESSIONAL'S SOURCE FOR PHOTO, 



I PHOTO -VIDEO -PRO AUDIO 



FOR ORDERS CALL: 

800-947-9938 

212-444-5038 



OR FAX |24 HOURS): 

800-947-9003 

212-444-5001 



Store & Mail Order Hours: 

Sunday 10-5 

Monday thru Thursday 9-7 

Friday 9-2 * Saturday Closed 

On the Web: http://www.bhphotDYideo.coni 



OUR NEW 
EXPANDED 
LOCATION 



shl_-._ rn 

JCI3 r n. L ^-£SL 



i."'j :■. . '"'"Il 










Sun. 10-5, Mon. thru Thurs. 9-7 
Fri. 9-2, Sat. Closed 



FOR * FREE MONTHLY CATALOG, CALL 800-947-6333, 212-4444633 OR WRITE 



VIDEO and PRO AUDIO 



TO INQUIRE ABOUT YOUR ORDER: 

800 221-5743-212 239-7765 

OR FAX 24 HOURS: 

800 947-2215*212 239-7549 




Panasonic 

Broadcast & Television Systems 

AG-EZ20 

DV Palmcorder with IEEE1394 DV Interface 

Innovative and feature packed AG-EZ20 is easy to use with up to 90 minutes of 
recording lime on a standard battery ll has a surprisingly rugged, durable body that 
is also compact and comfortable Lo hold, making it ideal for use in Ihe lield toi single 
handed news gathering operations Features include Ptoto Shot which is uselul lot 
creat no, video photo albums cr insurance tapes As many as 750 pictures can be 
recoided on a 60 minute tape To enhance creativity, the lens can accommodate sel- 
lings which include locus, gain, white balance, shutter speed and backlighting 

• Equipped wilh the IEEE 1 394 DV interface so dubbed record- 
ings will be clones ot the ordinal, or download la your 
computet where they can be edited iDV capture card and 
Ihird-party software required). 

- Can record in both SP and LP modes for up to 1 .5 hours of 
recording on a 60-minute taae-wrfh no degradation in pic- 
tuft or audio quality SP mode is provided for compatibility 
with Panasonic's DVC PRO VCRs. 

• Dig lal Electronic Image Stafciirrer prevents jittery video 

• Variable speed tO;i power zoom lens, plus 100; I digital 
zoom. Lens can locus up to 1/4-inch from the subject. 

■ 180,000 pixel color viewtinder tor remarkably clear viewing. 




Time date stamp 
wrth seconds for 

legal and lav. requirements like depositions & crime scenes. 
Digital effect; include audio and vrdec lade, wipe, mix, 
strobe, solar zation and trail Also has sepia lone tor an 
antique look and negative/positive so film negatives can be 
converted rn-camerato viewable pictures 
36-mchcolorLCD moniior (131% mareaiea lnana2 5- 
inch display) rotates 270 s vertically arid 180* horizontally, 
so you can monitor your shoots - no matter the angle 
Full manual control of focus, gain, white balance, shutter 
speed and backitghting. 



AG-EZ1 



3-CGD Digital Video Camcorder 



Dig tal recording delivers 500 lines of horizontal resolution 
with no noise. (S/N ratio is 54dB). 
10:1 power and 20:1 digital zoom lens. Both zooms are 
adjustable in four speeds (3.5-15 sec.) For extreme close- 
ups the lens can focus up to 1/4" from the subject 
Two digilal audio modes, choose between Iwo-channel 1 6- 
bil slereo recording, or two seis of 1 2-bil stereo. 
Hutje 1 5" 180,000 pixel color viewlinder wilh 400 lines ol 
resolution displays all functions on demand. 
Digital Elecironic Image Stabilizer (DEIS} compensates tor 
jillery video Particularly effective when Ihe digital zoom is 

t!lli:i :■,■:::! 




* Variable 
speed shut- 
ter from 
1/60— 
1/8000 ol a 
second 

■Buill-in SMPTE 
lime code generator. 

■ Digilal Photo-Shol lets 
you record a slill-lrame lor six seconds, while audio contin- 
ues as normal 290 still plctuies can be recorded on a single 
30-minule tape TopScan function finds any shot easily. 



NEW! AG-EZ30 

World's Smallest 3-CCD Camcorder with IEEE1394 Interface 

The AG-EZ30 combines 3-CCDs and Ihe DV format to deliver a level ol picture and sound quality that makes 

one of the mosl advanced camcorders of its kind Weighing just 1.5 lbs this incredibly light 

weight camcorder also incorporates a large 2 5-inch color LCD monitor and has a 

host ol sophisticated aula functions as well full manual control when 

required. 

■ 3-CCDs (270.000 pixels each) wilh a large light-collecting 
area give the camera high sensdrviiy and wide dynamic 
range Double-density pixel distribution and a gapless 
dichroic prism further ensure razor-sharp images arc 
extremel/ faithful color reproduction. 

» SelKtaole 2-channel 48 Wttrl 6-bit or 4-channel 32 kHz/1 2- 
bit PCM audio recording. 

■ Built-in stereo mrc and external mic input as well. 

* 1 BCj.QCO pug). 2,5-inch colo- LCD monitor Also has a D.5- 
Incfi color uevvbndsr 

* Digital Image Stabilizer lor clear, shake and jitter Iree shots 

■ 1 2X optical zoom as well as 30X and 1 20X digital zoom 
functions. Move from wide-angle to full zoom in 1.3 sec- 
onds allowing quick framing while in REC pause. 

* Offers six digilal effects: Wipe, Mix Strobe, Gain-Up. S&W 
and still mode 




Large-diameter locus ring enables a high level of locusing 
precision, A Mufti-Function Push Dial allows easy setting ol 
ihe 1 6-step ins. 5-step gam control (• 1 2dB maximum) and 
14-slep shutter (up lo 1/80O0 second) Mic input level can 
also be set m steps (-Z0.M0rU ; +3'-.6 dB| 
Five program AE modes for shooting In a variety ol different 
conditions There is also a five-mode while balance. Set . 
Fluroescent, Auto, Indoor arid Outdoor. 



Canon xn 

3-CCD Camcorder 
with Interchangeable Lens Mount 

With 3-CCDs, exclusive interchangeable XL Lens Mount System, unmatched opti- 
cal technology, SuperRange Image Slabilizer. DV and simultaneous lour channel 
audio recording, Ihe XL* 1 oilers unmatched image quality and shooting versatility. 



Interchangeable XL Lens Mourn System 

* interchangeable XL lenses lor unsurpassed flexibility and 
'Superior range. XL lenses incorporate the highest quality, 
multKoaied optics to achie/e 600 lines of resolution. 

■ In addition to the standard 16:1 lens, Were is an optional 3X 
wide-angle lens, a 1.6X extender and an EFloXL adapter. 

16:1 Optical Zoom wilh SuperRange Image Stabilizer 

* The 1 6 1 has a local length range ol 5.5 to ESmm (35mm 
equivalent of 39 lo 633mm!. II otters variable speed ?oam, 
manual zoom and manual locus corctrct and has a ore-push 
auio-locus burton and built-in 1 5X NO filter 

■ Besides a gyro sensor, the SuperRange Optical Image 
Stabilizer uses a motion vector to examine the image after if 
is received by the CCO Id detect any shake missed by the 
gyro Oala is then fed back to refine Ihe movement of Ihe 
van-angle prism resulting In the most advanced stabilization 
system available today 

Digilal Audio 

* Thee digital audio modes (16 bit and two 12 bit modes) 
and simultaneous recording of tour separate tracks. You 
can output each signal independently 

* Audio inputs with independent level controls. 

* Optional MA-100 Mic Adapter/Shoulder Pad allows use of 
pffO xi R mics and allows shoulder mounled shooting 




3-CCDs 

• Three 270,000 
pixel CCDs with advanced Pixel Shirt tech- 
nology achieves 530 lines ol resolution. 

■ Urge 72 mi: ran CCDs deliver a 4dB improvement in sensi- 
tivity. Vertical smear is also dramatically reduced. 

Three Recording Modes: 

• High resolution full motion video (Normal Movie Mode) 

■ High resolution stop action images ol moving subjects 
(Frame Movie Mode) 

■ Perfect stills (Digital Photo Mode) 

Unique Desijn & Dual Action Carrying Handle 

■ In additon to the normal side giipthe handle includes an 
additional siart/stop switch and zoom control for dual- 
action shooting. 

Additional Features: 

■ 180.000-pixel color viewfineier 

• Zebra pattern and color bar generalor 

• Automatic and manual white balance gam (flw preset rev- 
ets from -3 to ^-l2dB) end exposure lock. 

• Composite. S-Video output, OV (IEEE 1394) in/Oul. Control L 
" Digital fader and wide screen TV etfecl 

• Headphone tack wilh level adjustment 

• Remole control with |og>'shutlle dial 



SONY 

DSR-200A 

3-CCD Digital (DVCAM) Camcorder 



Combining a compact aid lightweight body with the superior picture qual - 
1y ol DSP (Digital Signa 1 Processing) and the DVCAM format, the DSR- 
?0DA is the ttttl acquisition tool for video journalists, event and wedding 
videographers, sinngers and production houses. 500 lines of horizontal 
resolution. 48kHz or 32kH; digital audio, three hour record time, and mini- 
mum illumination of 3 lux is only the beginning Other features include 
16 9/4:3 capability, Steady Shot, high resolution 1-inch viewlinder, time 
code operation, time date supenmposilion and an IEEE-1394 interface for 
direct digital output. Offers lull automatic as aelt as manual control ol 
locus, iris. gain, whrte balance and shutter speed, 

* Variable servo 10X optical power zoom lens go^s from 5,9 
to 59mm in 1.7 to 24 seconds The manual zoom rocker is 
continuously variable right up to where the digilal 20X 
zoom kicks in. 

* Sony's Super Stead 1 / Shot reduces high frequency camera 
shake without compromising image quality SteadyShot 
uses horizontal and vertical motion sensors that allow it to 
work accurately while zooming, moving (even shooting 
Irom a car), and shooting m low light conditions 

* Has digital effects includrng audio and video fade, overlap 
and Stow Shutter. 

* Automatic and manual locus, iris, shutter, gain and white 
balance. Iris Is adiuslaole in 12 levels Irom Fl.6tQ.Fl1, 
shutter from 1/4 to 1/10,000 of a second in 12 steps. Gain 
lrom-3dBto*i8dBin8 5ieps. 

* Zebra Pattern indicator, bull-in MO filter. 

* Custom Preset (unction lets you preset, store and recall 
custom settings for eclor intensity, while balance (bluish or 
reddish), sharpness and brightness. 

» Stores Pholo, Date/Time, Shutter Speed , Ins, Gain ind F 
stop lor easy recall. So if you have lo re-shoot, you know 
your original sellings lor every scene and frame. 




* Records Drop Won- Drop Frame time code. Time code can 
be read either as RC time code or as SMPTE time code 

* Has a 'arge 1 -inch BAW vjewbrder with 550 lines of resolu- 
tion for easy iQeusing even in low contrast lighting situa- 
tions Separate information sub pane* displays time code, 
barter)' time, tape remaining and! other camcorder functions 
without cluttering up the viewfinder 

•Records 16-b.il/48kHz audio on one slereo ttack or 
12-bil'32kHz wilh two pairs ol slereo tracks (LI /R t. 
L2/R2l F so you can add slereo music or narrabon, 

* One-point stereo electret condenser mic for clear stereo 
separahon Directivity can be selected Irom O a . 90" & 120" 

* Automatic & manual (20-step | audio level record com.ro s 
Monitor audio wilh headphones or Irom the LCD panel 
which has an active VU meter 

* XLR irput connectors for rtiics and audio equipment. 



DSF-200A Field Package: 
DSR-200A Camcorder ■ NPA-1D007B Battery Case Adaple; 
3 NP-F9307B 7 2v 4000 mAH Batteries 
AC-VSOG/B AC Adapter, Triple Battery Charger 
VCT-U 14 Tripod Adapter • LC-20O0CP System Case 



DSR-30 DVCAM Digital VCR 



The DSR-30 is an industrial grade DVCAM VCR that can be used for record- 
ing, playback and editing OV standard 4:1:1 sampling digital component 
recording with a 5:1 compression ratio provides spectacular picture quality 
and multi -generation performance. It has a Control L interface for editing 
with other Control L based recorders such as the DSR-20OA DVCAM 
Camcorder or another DSR-30 . It also has a continuous auto repeat play- 
back function making it ideal lor kiosks and other point of inloimation displays Other lealures include hiQh quality digital 
audio, IEEE- 1 334 Digital interface and external timer recording; The DSR-30 can accept both Mini and Standard DVCAM cas- 
settes tor up to 184 minutes ol recording time, and can playback consumer OV tapes as well 




1 Records PCM digilal audio at erther 48kH: [16-bil 2 chan- 
nel) or at 32kHz (t 2-bil 4 channel) . 

■ Equipped with Control L. the DSR-30 is capable ol SMPTE 
rime Code based accurate editing even without an edit con- 
troller. Buili m editing functions include assemble and sepa- 
rate video and audio insert . 

1 By searching for eithe' an Index point or Photo Data record- 
ed by the D5R-2GOA camcorder, the DSR-30 dfastical > cuts 
the time usually required tor editing. The DSfl-30 can 
record up to 135 Inde* points on the Cassette Memory 
thanks to its 1 6K bits capability. 

' Audio lock ensures audio is fully synchronized with the 
video lor aSsolule precision when do-ng an inssrt edit 



■ Built n control tray has a jog/siuttte dial. VCR and edit 
function buttons The log, .-shuttle dial allows picture search 
at = 1/5 to 1 5X normal speed and controls not only ihe 
OSR JO bui also a player hooked up Ihrough its LANC inter- 
face 

■ OV laOut [IEEE 1394) for digdal dubbing of video, audio 
and data IO with no loss fci quality. 

■ Analog audio and video input; outputs make it fully compati- 
ble with non-digital equipment. Playback compatibility Urtt 
consumer DV tapes allows you to work with tootage record- 
ed on consumer-grade equipmenl Tapes recorded in the 
DSR-30 are also compatible with Sony s high-end DVCAM 
VCRs 



PVM-14N1U/14N2U & 20N1U/20N2U 

13-inch and 19-inch Presentation Monitors 



Wilh high quality performance and flexibility. Sony's 



presentation monitors are ideal for any envi- 
ronment. They use Sony's legendary 
Trinitron CRT and Beam Current Feedback 
Circuil for high resolution ol 500 lines as 
well as stable color reproduction. They atso 
accept worldwide video signals, have a built- 
in speaker and are rack mouniable. The 
PVM-14N1U/20N1U are designed for simple 
piclure viewing, thePVM-14N2U and 2CN2U 
add RGB input and swrtchable aspect ratio. 
They Feature: 

» 500 lines ol horizontal resolution 
• They handle NTSC. NTSC 4.43, PAL. and 
SECAM 




' Piclure (chrome, phase, contrast, bnghl- 
ness) and setup adjustments (volume, 
aspect ratio) are displayed as easy-lo- 
read on screen menus. 

1 Closed captioning is available wilh |h? 
optional BKM-104 Capiion Vision Board 
PVM-14N2U/20HZU Only: 

■ (Lasl Input Swilch) ■ Contact closure 
remote control allows you lowirea 
temole to ah enisling system so ihai the 
monitor's inpul can be remotely con- 
bailed to switch between the lasl pitvi- 
ously selected input and the currenl 
input 
43M6 9switchable aspect ratio 



PVM-14M2U/14M4U & 20M2U/20M4U 

13-inch and 19-inch Production Monitors 

Sony's best production monitors ever, the PVM-M Series provide stunning picture quality, ease ol use and a range ol optional 
functions They are idenlical except that the "M4" models incorporate Sony s staleotthe art HR Trlnilipn CRT display techmoi 
ogy and have SMPTE C phosphours instead ol P22. 



■ MR Trinitron CRT enables the PVM-14M4U and 20M4U to 
display an incredible 800 lines of horizontal resolution The 
PVM-14M2U and 20M2U offer 6O0 lines Of resolulion M4 
models also use SMPTE C phosphours lor the most cnlical 
evaluahon of any color subject 

* Dark tint tor a higher contrast ratio (black to white) and 
crisper. sharper looking edges. 

• Each has two composite. S-Video and component input ( 
R-V/BY, analog RGB) For more accurate color reproduc- 
tion, the component evel can be adjusted according to the 
inpul system Optional BKM-101C ivideo) and BKM-102 
(audio} for SMPTE 253M serial digital input. 



■ Beam Currenl Feadback Circuit 

• 4 3 15 9 swrtchable aspect ratio. 

■ True multi-system rnoniiors they handle lour color system 
signals: NTSC, NTSC 4.43. PAL. and SECAM 

• External sync input and outpultan be set so that il witl 
automatically switch according to the inpul selected. 

■ Swrtcnable color temp: 65O0K (broadcast), 930OK (pleasing 
picture}, User preset (320CK to 1Q000K) 

■ Blue gun. underscan and HA/ delay capability 

• On-screen menus lor monitor adjust me ni' operation, 

■ Parallel remole control and Tally via 20-pin connector. 



SEVEN DAY CUSTOMED SATISFACTION GUARANTEE 
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PHOTO -VIDEO -PRO AUDIO 



THE PROFESSIONAL'S SOURCE FOR PHOTO, 



FOR ORDER5 CALL 

800-947-9938 

212-444-5038 



OR FAX (24 hours): 

800-947-9003 

212-444-5001 



MOST ORDERS SHIPPED 

WITHIN 24 HOURS 

OVERNIGHT SERVICE AVAILABLE 

On the Web: h(tp://www.bhphotovi<teo.com 




UVW-1400A Betacam SP Recorder 



The UVW-1400A is a non-edilmg VCR which deliver Eetacam SP 
recording applications. RGB and RS-232 interface make it especi 
enlilic research and digital video environments 

• Ideally suited lor work in computer environment, because 
RGB signals can be convened into component signals and 
vice versa wilh minimum picture degradation 

• 25-pin serial Interface allows external compute; carcroi ol 
all VCR functions based on time code inlormalion. Baud 
rale can be selected from between 1200 lo 33.400 bps. 

■ Built-in Time Base Stabilize: leeks sync and subcarner lo an 
external reference signal as well as provides stable pictures. 

■ Built-in LTC Time Cods and UB (User Bits) read e regenerator 

• Equipped' wilh two longitudinal audio channels 



quality and offer features for a wide range of playback and 
ally ideal for large screen, high quality video presentation, sci- 

< Auto repeat ol entire or a specilic pcrlion ol the lape. 
1 Built-in character ■generator can display VTR status, time 
code, self-diagnostic messages, set-up menu, etc 

■ Conlrol ol jog, shuttle, playback, record, pause, FF and REW 
with the optional SVRM-1QCA Remote Control Unit. 

1 Composite and S-Video as well as component via BNCs 
which are switchabte to RGB output. The UVW-MGOA has 
two swilchable sync connectors and a Sync on Green. 

■ Built-in diagnostic function and hour meter. 

■ Initial set up menu tor presetting operational parameters. 



UVW-1700G 

Betacam SP Computer Graphics Frame Recorder 

The UVW-17GQG has all flit leaiufes of the UVW-1400A {except foot switch control) plus it adds 

frame accurate video insert ediimg capability as well is RS-232 and RS-422 hterfaces. These make | 
ttie UVW-1 700G ideal not only for conventional video program production but also lo/ animation 
arc computer graphics creanon 
Same fealures as Ire UVW 140DA PLUS— 
Uniquely equipped with both HS-232 and FtS--i22 senal ports for 
versatile system integration. Both serial ports are easily accessed 
via the set-up menu. Buill-im time code capability combined with 
sophisticated servo servo system ensures Irame accurate insert 
editing; (video only) when connected to computer- based editing sys- 
tems (via RS-232 port) or RS-422 equipped edit controllers. Ideal 
VCR lor animation and compute'' graphics creation, where frame- 
by-lrame editing is indispensable. 

UVW -1800 Betacam SP Editing Recorder 
All the feiturac ol tha 140QA PU/5— 

• Optional UVrVGO allows remote TBC adjustment. 

• RS-422 interface lor editing system expansion 
Two types of component output; via Ihree BMC connectors 




or a Betacam 12-pin dub connector 



■ Frame accurate editing is assured, thanks lo sophisticated 
servo control and built-in time code operation, In Hie Insert 
mode of the UVW-13Q0, video, audio Ch 1/2 and time code 
can be inserted independently or in any combination. 



AutoMedia AutoMasker 

World's Only Automated Video-Object Masking Tool 

An automated toof for accurate isolation of items and ligures in a video clip. AutoMasker qukikty marks ihe border of an object 
in a key frame and then determines the exact border in subsequent frames — even 
v/hen trie object is mu In- colored, changing its geome^y or moving over a colorful 
and dynamic background. 

Using break -in rough technology. AutoMasker enables automated masking, isoa- 
tion. painting, exacting and insertion of selected objects into video streams at a 
fraction of the cost using conventional frame by frame painting. Selected objects 
can be modified! within AutoMasker or in combination with other effects or com- 
posing software Cornc:a!i*>ie with Win 95,'NT and standard file lormats including: 
TGA. VDA. ICB. VST. f LM. KB. DCX, BMP. DT and AVI. 

• Easy object selection in first frame and enact boundary 
tracing; in subsequent frames 

■ Easy modification to object fjorder and controlled anti-alias- 
ing 

* Simultaneous masking of a number of objects and cbiects • inaepenaent automatic object ana son c 
win holes background color effects. '595 



* Create mask or 
colored outaut 
movie, including 
optional alpha channel 

• Independent automatic object and 
background color effects. 
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MeshPaint 3D 

Full-Featured Multi-Platform 3D Paint Program 

MeshPaint 3D is a Ml-leatured mufti-platform 3D paint program that supports multiple 3D animalion applications, including 
Stutfio MAX, Lightwave 3D. Softimage. Electric Image, Strata Studio Pro and Caligari s trueSpace Wilh MeshPaint. animators 
can apply paint and textures lo their 3D wireframes in real-lime as if they were painting a real-world object with paint and a 
brush. MeshPaint comes with all the siandard pain I loots, like air brush, brush hose and clone tool, that one has come to 
expect In a 2D paint program, but allows them lo be used in real-time in 3D MeshPaint also yc-u to paint across multiple lex- 
lures that have been assigned to a single 3D object It supports multiple textures per object and Ihe unique TrU-V allows 3D 
Studio Max users lo paint at lace level on an obiect without being restricted by traditional mapping methods. 

For PC (Intfll) 1B9.95 For PC (Alpha) 249.95 For Power Macintosh BIBS 



GENESIS 



vfx 



Special Effects and Lens Flare Plug-in for Lightwave 3D and Studio MAX 



Genesis^*, is a revolutionary special effects plug-In that 
lakes basic properties ol physics and harnesses them for use 
in both still and animated rendering Genesis 1 "* can create 
lens flares sparkles, glows, heat distortions. 3D particle 
clouds, gas clouds, explosions, and even Rowers with com- 
plete animalion conlrol over every aspect ol the effect 
Genesis 7 '* eliminates the usual limitations ol most compare 
ble packages -pomt ligjht sources or comple* obiect linking 
we no longer necessary. Witn Genesis 1 ''* you can link any 
number of objects of any type The possibilities are limited 
only by your imagination! And this power ftas not been 
added at the expense ol program complexity, indeed there 
are no lists ot parameters with cryptic names and wherever 
possible real time previews are available to relict the 
changes berng made 

For UphlWave 30{lntil) 5319.95 

For Lightwave 3D { Alpha) $359.95 



Genesis 7 ** incorporates a staggering feature set with 
advanced rendering options such as full held rendering on all 
effects (even glows, sparkles), analytic anti-aliasing, lull ani- 
mation of all effects, fractal noise, a completely new obiect 
liare effect that makes separate glow'sparkte/llare plug-ins a 
thing of the past., particle animation that sets a new stan- 
dard, a wonderfully user-oriented interface with real time 
feedback at all possible occasions, FULL advantage of multi- 
processor systems (both m rendering: effects and in user 
interface!, unlimited layering capability, and blinrjingly fast 
performance. Fun binary compatibility of files between the 
different versions (eg. create and load Genesis 7 '* effects 
interchangeably between LighiWave and Adobe Photoshop) 
and much, much more. 



3D Studio MAX 

For Photoshop (PC or Mac Specify) 



$339.95 
$149,95 



NewTek 



^LIGHTWAVE 3D 



5.5 



3D Rendering and Animation Software for Broadcast Graphics 

LidhtWs'je 3D is ihe easy way lo create the mosi sophisticated 3D animation imaginable. It's intuitive, complete, easy-to-use 
laynut and modeling sysiem deliwer ihe ultimate in creatine conlrol, noi to mention liability. Unparalleled leatures lor model 
inrj, surlaciiKj. Ilrjhtinrj and animating are right at your fingertips. Haytraeing. motion blur, MelaMallon. inverse kinematics 
[IK}, Bones, field renderinrj, lens flares, compositing - they're all heie. And wilh OpenGL and Duickdraw 3D support uou can 
see yuur creations in leal lime Add a robust plug-in architecture, and it s no wonder you lind LiQhtWa'/e 3D in more 
Hollywood animation suites than any other 3D program. Lightwave 3D is available lor almosl platforms: Windows 95. 
Windcws NT. Power Mac. DEC Alpha. SGI and Sun Microsystems. 

LlgrMWave 3D 5 5 Upgrades from LW 5.0 lo 5.9 
For PC (Intel) 1599.01) From Intel 50 M9,00 

From DEC Alpha 5 449.00 

--'- '.'-■ -■;:■ 5 " 5-19 CO 

From SGI 5,0 8H.00 



Fnr PC (DEC Alpha) 1599.00 

For Macintosh 1699.00 

For SGI Z499.00 



Upgrades Irom LW 4.010 5.5 

From Inlet 4 599.00 

From DEC Alpha 4,0 599.00 



INSPIRE 3D 



3D Art and Animation Software for Graphic Artists, Multimedia 
Developers and Web Designers (For Mac or PC} 

Specifically designed lo meet ihe demand of the graphics pro, Inspire 33 is a powerful program that lets you add a whole new 
dimension to your work by creating stunning pnnt images, dynamic multimedia ptcductions and slick web visuals that just 
aren't possible in 2D. With Inspire 3D. you can model, animate and render 3D elements m any style and complexity By adding 
texture, motion, lighbrg effects and more, your print materials will almost pop otl the page. Use ihe images you create as sin- 
gle frame print graphics or as lower resolution animation hies tor multimedia or the web or choose from a library ct pre-creat- 
ed images. And use the photorealistic or stylized animation image's you create for real-time graphics applications, including 
VRML 2.0, for all kinds of projects. 



• Compatible wilh PhaiDsbop, QuarkXPress, IHistrator, 
Freehand. Direct ot, aid more Create simple or complex 
animations, translorm Illustrator files into animated 3D 
graphics, create killer photorealistic 3D or canoon-style 
images and use pre-nealed or custom modeling 

■ Supports l G image and seven 3D model formats, gives you 
your choice ol output with resolutions up to SOGO .■ 3,000 

■ Expandable modeling capabilities and a ton of plug-ins for 
specialized functions Features like Spline- based modeling 
and MelaNURBs let ynu mold and manipulate objects in 
ways you never coutd before, then output the in as hi-res 
images - fast Use Inspnres library of designer images, cre- 
ate your own - or mix the two lor interactive content. 
games, training materials and movies. 

• Quickly and easily create brilliant single and composite 
images and animations to design exciting web sites. 

■ Uses Lightwave 3D s formidable rendering engine to put 
Irue photorealistic capabilities right on your desktop. Gives 
your 3D images the edge you re looking tor 

Inspire 3D lor Windows 3B5.00 



• Revolutionary modeler lets yoj create any shape or form 
you dream up just by clicking on a lew points Then 
reshape, subdivide, clone, modify, reposition and control 
any cbject in 24-bil color and view n in real-time 

■Compositing capabilities lei you to build sophisticated, lay- 
ered images lor print or animation and combine 3D ele- 
ments wlih 2D images or multimedia. You can also use 
photographs or video with 3D elements and apply from pro- 
jection mapping to make the elements accurately casl shad- 
ows againsl Ihe photo or video image. 

• Intuitive interface wilh on-screen tutorial gel you up an 3 
running fast. Want the easiest way to composite? Need a lip 
on shadowing? Curious about surfacing options? The on- 
screen tutorial is an encyclopedia relerence. teacher an i 
consultanl thai not only gets you up and running quicky. 
bul helps you be more productive every lime you work, 

• Includes a complete library of over 1- .600 models, objects 
and other items tor you to use alone or m 
combination with other graphic elements 

Inspire 3D for Macintosh 385. DO 



Adobe AFTER EFFECTS 3.1 

Compositing, Motion Graphics & Special Effects for Mac or Windows 

After Effects 3.1 provides the power and features required try film makers, video producers, editors, graphic Designers, multi- 
media professionals and web developers to produce unlimited composites, fluid animations and sophisticated special effects 
Available for Mac and Windows. Alter Effects is tightly integrated with Ihe Adobe product tamify. 
so if you work wilh Premier. Photoshop, or illustrator, you already have ihe skills, shortcut 
know-how. and hardware to make After Effects a seamless, powerful ejdension of your creative 
aisenaV Turn your computet into a mod on -graphics studio and put awe-inspiring action into 
your work 



SOPHISTICATED COMPOSITING: 

■ Combine digitized materials from any source to create 
sophisticated composites and traveling mattes using trans- 
parency, complex masks and alpha channels. Animate 
Photoshop layers and Adobe I llustrator art with direct 
import capabilities. 

MOTION GRAPHICS: 

• Position and animale layers wilh unlimited keyframes and 
sub-pixel accuracy. View and edit your spline-based motion 
paths on-screen. Ensure super smooth molion al any speed 

'.villi MiWenderirnj snd Irue motion blui. 



SPECIAL EFFECTS: 

■ Use use plug-tn ellecls rang 

ing from precise color cor- 

recticn fillers lo wipes and 

blurs, and even Photoshop 

filters. You can also animate 

each etfecl independently 

over lime. 
AFFORDABLE QUALITY: 
* Create anything you can imagine. Gel lap-quality motio: 

graphics lor film, broadcast or CD-ROM— g 

at a traction ol Ihe cost ol a dedicated sysiem. 




599 



Artel Boris Effects 3.1 



A mulli-channel DVE generator, complete with ifitralrame interpolation, matte manipulation, 
and multiple keyframes, Boris Effects lets you to create your own custom moves Sons ships 
with a keytrame library ol over 1 50 cuslcmijable effects including cubes picture -in-pictu re. 
chroma keying, lifting. soft edges, masks, filters and composing of unlimited track of video 
and graphics Effects can he saved or used wftfi different video source cl-ps. Create 30 flying 
logo effects horn PICT TIFF, bumap. WW and QuickTime files using an embedded alpha 
channel Other features include borders and drop shadows which cart be colorized and made 
soft and translucent, as well as control over camera position and light source with specular 
highlights Based on a plug-m architecture. Boris dosely integrates into all of today's popular 
non-lmeai systems Orce installed, ii rs easily accessed from Iheir transitions and litters 
menu ft is not a background application and no extra memory is required 



■ Blur and bevel tillers. 

• Control of image scale (size), positioning, depth 
arid opacity 

• 3D effects with depn control to create cubes or slabs 
with up to 6 different videos, piers or colors on each of 
Ihe 6 Uces.. 

For Adobe After Effects (Specify Ma: or Windows XI), .349,95 
For Adobe Premier (Specify Mac Or Windows 95/NT) 396.00. 

For Ulead Media Stud o Pro 5,0 395. DD 

For Fast VM-Slidlo Plus 395, 00 

For ln:sync SpeHd Rainr 395,00 




•Vatiabte pivot points for 
unique rotation control 

• Add keytrameahle specular and ambient light to your ef ect 

• Cropping with full softness control ot the edges and blend 
tor really smooth soft wipe type of effects 

• Includes a Iree year of upgrades and full tech support! 

For Media 100 H9.95 

ForAvidMCXpressNT 549.95 

For Discreel Logic ,749.93 

For Avid Xpress (Macintosh) 749- 95 

For Avid Media Composer 749.95 



Minimum shipping USA (Eicgpl AH S HI) 56.95, up to 1 lb. Add 75c lor each additional lb. For Ins. >dd 5W pti $100. © 1998 SSH Photo - Vldoo. Prion are valid subject io supplier prion, Dm responsible lor tipognphical errors. 



VIDEO and PRO AUDIO 



TO INQUIRE ABOUT YOUR ORDER: 

800 221 -5743 • 212 239-7765 

OR FAX 24 HOURS: 

800 947-2215-212 239-7549 



New Address: 

420 Ninth Ave. (Bet 33rd & 34th St.) 

New York, NX 10001 




DPS 



PVR-2500 

Perception' Digital Video Recorder 



The Heart of an Advanced 
Digital Audio/Video Workstation 

The PVR-2500 offers, powerful features for awesome animation, mcrphrng 
and rcloscoping capabilities With features like 720 x 480 resolution. 10-bil 2* 
overeampled video encoding, tetter than Dl scaling, component and 5-Video 
outputs, mu Hi- processor support and integrated FAST SCSI-2 controller, it 
empowers your computer to rival Ihe lines! professional production studios. 

• FurHengih PCt card with integrated FAST SCSI-2 cortroller. 

• MUti-loimal virtual lite sysiem ensures complete integra- 
tion with your Windows NT applications. Any acquired 
video or computer generated Perception video clips appear 
simultaneously in many different file formats inctudi-ng 
TARGA, SGI, BMP and IFF. Perception is compatible with 
Lightwave 3D, Studio Max. Softimage and others. 

• Perlorms real-lime interpolation of 30 ips video to 24 ips 
film rates or vice versa. This means that II is also at home 
on | he Hollywood movie set as well, 

• Outputs broadcast quality ?20 x 480 resolution. Dynamic 
range Is in excess o! Dl scaling so images are brighter, 
have more color and greater spatial resolution than ever 
before. Component, composite and S-Vldeo outputs are 
provided via the included breakout cables 

• VCR control amplifies the task cl batch digitizing and 
recording- In this mode, the PVR-2500 can read SMPTE 
time code from the source deck. 




■ ncludes 
DPS 

Lockslep plLg-m to provide significart control over 3D 
Sit, ci -j MAX 

• Coupled v/itti the AD-25O0 component video capture card, 
the PVR-2500 becomes a broadcast- quality digital disk 
recorder, tt delivers unsurpassed picture quality, and stor- 
age capacity is limited only by l he size/number of attached 
SCSI hard drives, 

• The A3 2500 has component, composite and S-Video 
inputs lor real-time recoiding. Caplured video can also be 
exported as sequential RGB lilcs Tor rotoscopmg anrj other 
compositing applications 

• When used with the AD-25QQ capluie card, a sound card, 
editing software & one or more SCSI drives, the PVR-2500 
becomes a ron- linear editor ol unpaialled performance - 
an unbtatabe price. 



V 



PINNACLE 



GeniePlus 



Post-Production System on a Single PCI Card 

Based on Pinnacle's EM.MV award- winning special ellects lechnotogy, GeniePlus is a complete desklop post-production sys- 
lem that includes a 3-D DVEVswitcher, advanced character generator, fast still-store and a dynamic paint system - at a price 

you can afford. Equipped with an incredible array of features on a single PCI card, GeniePlus lets you create your own stun- 
ning effects, inducing page turns, water ripples and spheres with uncorn promised 4:2.2 digital quality. The full-function 3-D 
DVE provides ultra-smooth motion and no breakup (pixelation) when pictures are sized or rotated You'll be able to create 
exciting v.-arp effects with lighting, trails shadows and borders laster and easier than ever before 



Hi DC-30 plus 

IMI0 PCI Capture Card for Windows 95/NT 



The DC3G plus lels you capture, edit, add special ellects or titles to your video, mbt 
CDcuaiity audio, and then output the final cut to video tape The DC-30 p'vs also 
□Hers fast plug and play installation and easy to use software so you'll be producing 
sludio quality video in minutes It even analyzes your system and automatically config- 
ures itself to provide the optimum video quality. 

■ The DC-30 is a PCI Bus mastering card that delivers a 6MB • Audio and video cap- 
per second sustained video data transfer rate lor btgjft lure is synchronized 
quality video capture, PCI Bus mastering ensures CPU bot- to achieve perfect lip- 
tlenecks don't impede the performance of the PC! ous, sync, (Capture from 
thereby limiting the reachable video transfer data rale 8-bit mono 1 1kHz to 

• 2.4:1 compression ratio (adjustable up to 32:1), A lower 1 6-bit stereo 44,1 kHz, 
compression ratio means a better final video image quality. ■ Hardware acceleration 
Compression ratios under 4 1 are considered! to be "broad- 
cast quality" 

• Real-lime video overlay displays the video in real-time on 
the computer monitor during capture and video editing 
process eliminating the neel for an external video monitor 

• Ful MTSC, PAL. SECAM, PAL M for worldwide 
compatibility. 




Ol Adobe Premiere provides 

almost instant display ol video "tfiumtinaiis" in the construc- 
tion window {under one second) Acceleration also reduces 
the time to create 'previews" and tinai video clip with 'make 
movie" 

Bundled wttt Adobe Premiere 4 2 full version. Photoshop 
3.05 LE and Asymetrix 3D/FX animator, software. 



DC-30 plus tar Windows . 



..7S9.00 



Miro DG-30 plus Turnkey System: 

■ 220-watt mid Lower case * Pentium 200 MHz MMX processor ■ PCI motherboard with 51 2K cache 

• Diamond Stealth 3D 3000 4MB DRAM PCI display card ■ 64MB of RAM • Quantum 3.2 GB IDE sysLem drive 

• Seagate (Barracuda) 9GB SCSI 2 FAST/U lira-wide hard drive * Adaptec AHA-294QUW FASTAVide SCSI-2 controller 

• 3.5 ' lloppy drive ■ Teac CD-532E 32X EIOE internal CD-ROM drive ■ Altec-Lanstng ACS-43 2-piece speaker system 

• Fccus 2001A keyboard •Microsoft MS mouse * Viev/sonic G77 1 17-inch 128Q X 1024 SVGA monitor 

• Windows 95 * Miro DC-20p/us video/audio capture card 

• Adobe Premiere 4,2 [lull version) editing software. Adobe Photoshop 3.Q5 LE imaging software and 
Assymetnx 3-0 F>X animation software „ „ $3695, M 



DV-300 IEEE 1394 Digital Video Capture Card 

A digital video capture, editing, and playback solution for Windows 95'TJT and WacOS , the DV-3QG is budt around an intuitive 
software application that offers frame -accurate DV cairera control, uncompromesed image quality, and trie ability to intelligently 
search digital videotapes for individual scenes Addition alt-/, the DV3C0 differentiates itsell by providing a buitt-rn SCSI port for 
connection to high speed rjrivts. 

DV-300 Hardware: 

• PCI board with bus mastering interlace - Bundled witn Adobe Premiere 4.2 LE 

• Includes 1394 cable - Convert your DV data for editing with nltier miroVIDEO 

• One internal and two external DV connections editing adapters (e.g. iwruMOTION DC30, DC3Qp!us.| 

DV-300 DVTools Software: 

DVTcols automatically scans the DV lape and linds Segments can be arranged for a cuts only production, or loaded 

scene in and out points. The Camera Controller allows into Premiere tor effects and transitions miioi NSTAflT DV, a plug- 
in for Premiere renders only effects and transitions, saving up to 
50% ol your hard drive space by not re-rendering the video clips 
The video and the effect sEgment s are Ihen stored as individual 
video files. When production is finished, output to the camera 
v r .■ ■ j j - ■ in* IEEE 139^ in-; From Premiere, m rolUSTANT DV auto- 
matically prims files back to tape in one pass, overcoming me 2 GB 
movie size limitation 



for previewing before down loading- any data Scene 
locations with timecode are organized in the drag-and 
drop Capture Gallery, Scenes can be trimmed so only 
the vdeo you w/anl is captured, saving you valuable 
hard drive space. 

Once you have arranged the scenes lo edit. DVToofs 
will automatical!/ cue the camera and capture them 



ffl HIIFnST DV Master 

Unlike software-based DV systems that can be as slow as six times real-time. QV Masier incorporates 

Sony 's DVBK-f DV hardware CoDec to guarantee lossless transmission at top speed. With just one 

cable you can transfer aideo, sound and machine control signals in real-t me Also allows the 

display of live video during "capture", as well as at any time during the editing process You 

can scrub in or trim the timeline, and then prevew it in real-time at full-screen, full-motion 

on your video or computer monitor. 

Another advantage of haviog the Sony OVBK-t on the board, is that it allows the DV 

Master to act as a real-time video transcoder Using the supplied break-oul boa, 

you can simultaneously convert analog composite S-VJtJeo and component into 

digital and vice versa. This rs ideal for archiving analog footage onto digital as well as I 

mixing analog and digital lootage when editing. It also allows you to transfer edited digital 

footage direcity to Sv>S or Betacam SP without having to fust go back tc the camera. 

Bundled Software: 

Includes Sonic Foundry Sound forge audio editing software., and a choice of editing software: Uiead MediaStudio Pro 5.0. full 

version of AdoDe Premier 4.2 or special version ot imsytic Speed Razor MAQH 4. 




^ cmopus DVf?ex-M1 

The Complete DV Digital Video Editing System 

Trie DVRexMl is a hardware and software bundle that oilers a complete solution for 

capture, output and editing of DV (Digital Video) signals, Equipped with Sony's 

DVBK-1 hardware DV codec, a breakout box and ULead's Media Sludio Pro 

5.0. tfie DVP-ex-Mt provides real time capture and output of DV signals 

from your camera or VCR via ihe IEEE1394 port, or converts any analog 

video and audio to DV The system also includes Rex Edit software so 

you can control your DV camera or deck, batch capluie video and 

audio, add new audio tracks and scrub in real-time. DV editing has 

never been so fast, easy and tlenible! 

Hardware Features; 




■High quality, scalable video windows displays real-time, 
full-screen video during capture, editing and output 

* During analog capture and output, video characteristics like 
ft right n ess. contrast, saturation etc. can be manually set 

• When incorporating elfecls, an optimized hardwareflOV 
codec cuts rendering time up to 25%. 

Rex Edit Software Features 
Manual and Batch Capture: 

■ Capture up to 20 minutes (4GB) into 
one AVI tile 

■ Seamlessly capture icng DV seg- 
ments in one pass lover 20 minutes) 

■ Capture audio from single of multiple 
DV channels if desired 

■ Frame accurate camera control when 
defining a batch list of video dips 

• When batch capturing, camera auto- 
matically seeks to clips 

* Batch clips can be stored in one or 
multiple AVI files 



* Unique DV breakout bo* can be used either enternaUy o- 
internal in a 5-1/4" drive bay. The box features compc-si'e 
and S-Video input/output. DV input/cut pul and analog 
stereo input/output. With the optional M2 module il can 
alsu output component video signals and input/output digi- 
tal audio signals {RCA and optical) 



Editing: 
Easy to use drag-and-drop interface 
with audio and video timeline 
Manually scrub Ihrough the timeline 
us ng a Microsoft lntelfiMou.se 
Real-time video insert and audio 
scrubbing 

Video can be output directly from the 
timeline with seamless playback 
Works together with ULead's 
MediaSludio Pro 50 (bundled with 
DVRex-M 1 ) lor effects and titling 



Mulli Channel Audio Input and rjutpul 
wllh Mixing: 

• Capture and output native DV multi- 
channel audio 

• Audio is perfectly synced with video 
during production and output 

■ Overcomes AVI single channel limita- 
tions with real-time audio mixing 

■ Mufti-channel audio requires no ren- 
dering for real-time adjustment and 
outpul 



# TfeUEVISION^ 

TARGA 1 000/MCXpress 

Professional Video Production Workstation 

Incorporating the award -winning TARGA 1 0OG video card and Avid l/CXpress HT non-linear editing software, this 1ully*contig- 
ured workstation meets the needs ol production professionals, corporate communicators, educators and internet authors 

TARGA 1000 Features: 

The TARGA tOOG delivers high processing speed lor video and audio effects, titling and compositing. Capture, edit and play- 
back. lull-mDlion h full-resolution 60 fields per second digital videc ^ilh lut y synchronised CD-qualiry audio. 



* Compression can be adjusted on the fly to optimize tor 
image quality and/or minimum storage space Has compos- 
ite andS-video inputs/outputs. Also available with compo- 
nent input/output (TARGA 5000 PRO), 



* Genlock using separate sync inout for working in profes- 
sional video suites 

• Audio Is digitized at 44.1 KHz or -iSKHz sampling rates, for 
professional quality stereo sound. Delivers perfectly syn- 
chronized audio and video. 

MCXpress Features: 

The ideal tool lor video and multimedia producers who require predictable pro|ect throughput and high-quality results when 
creating video and digilil media for training, promotional/marketing material, local television and cable commercials, CD-ROM 
and Internet/intranet distribution. Based on Avid s industry-leading technology, it combines a robust editing functionality with a 
streamlined interface. Offers integration with third-party Windows applications, professional editing features, powerful medta 
management, title toot and a plug-m effects architecture. It also features multiple output options including so you save time 
and money by reusing media assets across a range of video and multimedia projects, 



TARGA 1 000/MCXpress Turnkey Systems: 



• 300-wjtt, 6-Bay Full Tower ATX Chassis 

• Penlium MX MoOlerboard witti 512K Cache 
« Peniium II- 300 MHz Processor 

• Malioi Millenium I AGP 4MB WRAM Display Card 

• 64MB 10ns 168-Pin (DIMM) S-DRAM 

■ Quanlum Fireball G 4GB IDE System Drive 

• Seagale Bairacuda t/JtlDS! 9.1GB SCSI-3 Ultia Wide Caplure Drive 

• Adaptec AHA-2940UW Ultra Wide SCSI-3 Conlioller Card 

• Teac CD-»?e 32X EiOE internal CD-ROM Dibs • 3.5 - Foppy Drive 
« Altec-Lansing ACS-48 3-Piece Deluxe Speaker System 

• ViewSonic G771 17-mch (1280 x 10241 Monitor (0.27mm dot pilch) 

• Focus 2001A Keyboard ■ Microsoft MS Mouse 

• Windows NT 4.0 Operating System Software 

• Avid MCXpress for Windows NT 

• Truevision TARGA 1000 or 1000 Pro Video Caplure Card 

Wilh TARGA 1000 $7495.00. 

Wilh TARGA 1000 Pro Icgmpgncnl (nput/outpul) , .$7995.00 




SEWN DAY CUSTOMER SATISFACTION GUARANTEE 



Circle #223 



□Xb VQqd< 






302 235 1204 Orderline 
302 235 1506 Information 
302 235 1 507 24 Hour Fax 



4142 Ogletown-Stanton Road #314 
Newark DE 19713 



SAME DAY SHIPPING! 

http://www.devineinc.com 

EMAIL:devine@devineinc.com 

ORDERLINE 1 800 699 4049 



Amiga Hardware 



A520 Video Adopter [#02214] 

Clarify 16 [#027031 

Cybervision 64 3D w/W,B (#022451 

Cybervisan 64 Scon Doub [#02251] 

DKB Cobra 1 200 33/33/00 [#02052] 
DKB Megachip 2000/500 (H024O0I 

DKB Multislarl II 6A " [#03902] 

DKBRapidKre (#021011 

DKB Spitfire (#02111] 

DKB Wildfire 68060 A2000 (#020501 

GVP I/O Extender (#02301] 

ICO Flicker Free Video II (#02 207) 

Utile Magic B,ox (Y/Cl (#02216] 

Megalosound (#02704] 

Midi Interface. Pyramid (#027001 

Retina Z2 (3022311 

Retina Z3 l#02224| 

Supergen SX 1*022061 

Supergen 5X Studio (3022181 

Sync Strainer (#032021 

Video Flyer V4.2+ IS02202I 

Video Toaster vd.2+ (#02201] 

Vidi 24 RT (#022381 

Vidi 24 RT Pro (#022221 

Villagetronic Ariadine (#07004] 

Villagetronic Liana (#07011] 

Villagetronic Picasso II* (#02213] 

Villagetronic Picasso N (#02 2331 

Vloh Motion (#022231 

Vlab Molion/Z2/Tocatla (#022531 

Vlab Molion/Z3/TMana (#02 2251 

Vlab Y/C External (#022421 

Vlab Y/C Internal (#02226] 

Wuord 560DPI Mouse (#04401] 

YCP-GA Y/C Adapter (#02 240] 

Y/C Plus (#02241] 



Amiga 
Software 



3D Rom Volume 1 or 2 (#51077) 

AMITCP/IP (S50002I 

AWeb II 1*530471 

Audio Thunder (W540021 

Address it 1.5 (#530481 

Blitz Basic 2 1 (#51033) 

Cinema 4D (#51079) 

Control Tower (#53011) 

Co Pilot Audio (#54000) 

Co Pilot Video (#55003) 

Cross Mac (#50000) 

CrossDOS60Pra (#50001 ) 

Cybergraphtx ((T53004) 

Dem-Rom (S51OB0) 
Deluxe Paint 4 

Diavolo B-Up Standard (#53049) 

Diavolo Backup Pro [#53050 

Digital Universe (#56001) 

Directory Opus Magellen (#53013) 

Easy Ledgers II (((51081) 

En Pnnl 2 1 (#53024) 

Diskmagtc (#53033) 

Gamesmilh (#56002) 

Gigamem3 12 (#53051) 

GP FAX Generic (#53030) 

Hi Soft Basic 2 (#51082) 

Hollywood F/X (#50003) 

Image FIX 3.0* (#53006) 

Irnagem aster R/T (#51083) 

Impact 1 1 05 (#51051) 

Interchange Plus (#53010) 

Kara Collection (#51011) 
Lightwave 3D 5.0 Amiga (#51037) 
Lightwave 3D 5.0 Upgrade (#51031) 

Lock* Key (#51086) 

Macroform 2 (#53053) 

Mam Aclor Broadcast (#51013) 

Main Actor Professional (#51)41) 

Multimedia Backdrops (#55006) 

On Ihe ball (#53041) 

Pagestream 3 3+ (#51012) 

ProVector3 (#51084) 

Pro Wipes 2 Vol 1or2 (#53054) 

Radar 4000 (#51007) 
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179 

59 

?5«j 



SAS/C Developement (#51085) 

Scala An Library II (#55006) 

Scala Art Library III (#55007) 

Scala MM300 (#55002) 

Scala MM400 (#55000) 

Scala MM400 Upgrade (#55004) 

Sequencer One* (#54004) 

Termite TCP/I Browse (#53005) 

Turbo Calc 3.5 (#54005) 

Twist 2 Database (#54006) 

Typesmith 2 5 (#54007) 

Upper Disk Tools (#53052) 

WordWorth 5 (#54003) 

World Construe. Set 2.0 (#51004) 

World Atlas CO (#56000) 

Zip/Jazz Tools (#53019) 



Lightwave 
oftware 



18 Perfect People LE 
18 Perfect People 
3D Obtects 
Impact! 2.0 Intel/MAC 
Impact! 2 DEC Alpha 
Impact! 1.x -> 2.0 Upgrade 
Leny 97 Tutorial CD 
Lock S Key Intel/Mac 
Lock & Key DEC Alpha 
Lightwave 5 Upgrade 
Lightwave 5 5 Upgrade 
Light-Rom 4 
Light-Rom Gold 
Moving Textures 200 
Panicle Storm v2 Intel 
Particle Storm v2,0 DEC 
RealiTools Intel/MAC 
RealiTools DEC Alpha 
Sparks Entel 
Stripper Intel 
Stripper DEC Alpha 
Universal 3DC 



149 

19 95 

1995 

139 

199 

69.95 

35 

89 

59 

119 

29 

26 

119 

375 

44 

24 95 



129 

349 

1550 

499 

575 

ca'l 

79 

159 

249 

275 

439 

39 95 

29 95 

249 00 

329 

425 

139 

229 

159 

119 

199 

119 



PHASE 5 Cyberstorm MK III 

• Up to 1600% speed increase Desktop A4OO0/O30 & 800% for 68040 25mhz owners 

- Includes 128MB ram expansion capibility for A4000D7T A3000D/T 

- Ultra Wide SCSI I & II FAST HARD DRIVE CONTROLLER • Up to 10 MB/Second transfer rate 

68060@50MHZ BOARD $659 

Low heal, power 81 profile simms for maximum performance- 4MB 6ons 10.00 
REMEMBER! We have our UFETIME WARRANTY on CPU, FPU 8MB * 0NS 2000 

and RAM (MEMORY) chips! *** J"5 52 

32MB 60M5 50.00 

TRADE IN YOUR OLD Warp Engine upgrade kits - 
ACCELERATOR & PAY 40mhz (#03600) 95.00 
ONLY $ (call for details) 33mhz (#03605) 75.00 



Warp Engine upgrade kits - 
40mhz (#03600) 95.00 
33mhz (#03605) 75.00 



Amiga SystemsjTNon Linear HW 



We have older A4000/3000/2000 CALL 
reconditioned systems now 
available. (Limited quantities! 

Amiga 4OO0T SYSTEM (#01109) 1995 

68040 © 25MHZ - 2.1GB HD -6 MB RAM 
SC5I II HD Controller Card - Software bundle 

Amiga 1200 SYSTEM (#01107) 399 

6S020 © 16MHZ - HDs Available- 2MB RAM 



Lightwave 5.5 Intel/Dec 
$1699.00 

Adobe Premiere 4.2 $475.00 

OnStage 20bit 

AWESOME PRICING $1199 



©Truevision 



TARGA 20D0 PRO 
TARGA 2000 
TARGA 1000 PRO 
TARGA 1000 



3499 
3239 
2199 
1799 




DV300 

$679 



Video or Motion DC10 
Video or Motion DC20 
Video or Motion DC20+ 
Video or Motion DC30 
Video or Motion DC30* 



The Best 
Price 
Awaits 
You ! 



Cull 
Cell 
Call 
Call 
799 



= wir= k 



VIDEO TOASTER & FLYER SYSTEMS 



Amiga 4000T System 

Reguires a must purchase processor 
option listed below. 



Motherboard with two video slots, five zorro III slots, 3.5" |#01111} 
floppy disk drive, mouse, keyboard, two megabytes of $1795.00 
ram,2100+ megabytes of hard disk space, software bundle 
Processor Options - A4640/A3640 ssojo @ 25mhz w/cpu, fpu & mmu miozs) $ 149.00 

I up to 400% faster )Two s,mm sockets C y b e r s 1 o r m 68060 @ SOmhz w/CPU, FPU & MMU $ 659.00 

I up to eoo% faster jFoursimm sockets poWER PC 233 233Mhz CPU ' w/68060 @ SOmhz $ 1395 

Memory Options - ( Minimum of ten megabytes of ram required, more recommended ) 

REMEMBER! We have a lifetime warranty on all memory purchased 4MB 1x32 60ns Simm (#03400) $ 10.00 
from Be Vine Computer Sales ! mB 2x32 6Qns £jmm (#03401) 2 0.00 

16MB 4x32 SOnssimm (#03402) 25.00 

50.00 



76 & 32 MB SIMMS are for use with MS Warp Engine & A4660 
Processor Options, they will not work on the A4000T Motherboard! 32MB 8x32 60ns Simm (#03403! 



VideO TOSSter 4.2 + - (Hardware* Lightwave. Switcher Character Generator. Paint Prg. I 
VideO Flyer 4.2+ - (Video Toaster REQUIRED' > 

9.1 GB HD Video Tested / Formatted & HQ5 Configured 

Siores 99%+ HQ5 Mode 1 That s approximately 35 minutes of HQS footage 1 (Standard mode slores even more 1 ) 

4.6 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 99%+ HQS Mode' Thai 5 approximate!/ 18 minutes of HQ5 footage' (Standard mode stores even more 1 ) 

2.1 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 99%* HQ5 Mode' Thai 5 approximately 8 minules of HQS footage' (Standard mode stores even more! ) 
L/CtOpUS OaDle -(Required to connect flyer to external cabinet ) 

Midtower Chassis / External Cabinet - 

Houses up to NINE devices, live 3 5" bays, four 5 25" bays. 250 watt power supply, three 
internal sesi daisy chain cables. 7 7" wide x 18 i" fall 16 6" long 

32X Toshiba CDROM DRIVE & ASIM CDFS 3.8+ - 

Required to install loaster / flyer sotlware 



(#022011 


$895 


(#02202) 


$2399 




$ 699.00 


(#14544] 


$449.00 


(#14568] 


S 259.00 


(#03205) 


$ 99.00 


(#03304] 


$ 145.00 




$ 89.00 


(#530011 


$ 49.00 



980519 



Need some reasons 
to buy from De Vine ? 



- Same Day Shipping - No Sales Tax In Delaware 

- Lowest Restocking Fee (Only 10% As Of October 01, 1997) 

- Lifetime Warranty On CPU & Memory (Ram) Chips 



Do your shopping then call us for the LOWEST price, or save yourself time and order from us now! 



DIGITAL 

PROCESSING SYSTEMS INC 

Perception Video Recorder (#022171 1590 

Perception Capture Option (#02248) 859 

RS 422 Option (#02249) 18S 

Bundle with external cable (#02227) 2369 

Perception Audio AAV (#02243) 1229 

PercaptionFXAcceleralor (#02250) 819 

Time Base Correcior IV (#02203) 795 

Edit Bay (#02299) 699 

Vector Scope (#02221) 795 

Animation recorder A IPC (02236/7) 1599 

SPARK wra Adobe (#02281) 449 

Spark wl Adobe Premeire (#02280) 595 



Cpu&fpu Upgrades ^[Removable Hard Drives 
and Replacements 



Tape Backup Drives 




1WITK 



8700 LT External (#14951) $539 



7G3 uncom- 
pressed MGB 
compressed 
60MB per minute 
2 year warranty 
SCSi ! & f! 
3MM 160M 



Eliant 820 (#14964) $1249.00 

Interna! Same specs as above 8700LT but can 
also turn off compression and can venty 

data its also twice as last ! 
8MM 160M Tape (#15205) $15.00 

Sony SDT9000 12GB/24GB S 939.00 

Worts great with Flyer, Perception, 

Targa. etc < - Two year warranty 

12GB uncompressed - I.ZMB/Second 

24GB compressed - 2 4MB/Seconti 

SCSI I &II - Uses DDS3 TAPES 

DDS3 4MM 125M TAPE $ 29.95 

SONY 

SDX 300 25 / 50 (#14953) 2799 

3072k / second - two year warranty 

25 GB uncompressed / SCSI I S II 

50 GB compressed / 8mm 170m 

SMM 170M TAPE (#15209) $95.00 



Miro DC 30+ $799.00 
Miro DC 20+ $449.00 

FAST 

Fast A/V Master $699.00 

- Includes Media Studio 

Pro 5.0 Full Version 

Hollywood FX 3.0 $349 



6B040RC40 W/MMU & FPU 


1*034041 


95 


6SQ4QRC33 W/MMU 5 FPU 


1*034051 


65 


68040RC25 W/MMU S, FPU 


1*034061 


49 


6BQ30RC50 W/MMU 


|»03408| 


49 


6B030RC40 W/MMU 


(#034091 


39 


66Q30RC33 W/MMU 


(#034111 


35 


6B030RC25 W/MMUI 


(#03412] 


29 


68887.IK50 MATH CO-PROCESSOR 


l#03414| 


45 


688B2RC40 MATH CO-PROCESSOR 


l#03415l 


39 


6B8B2RC33 MATH CO- PROCESSOR 


(#034161 


35 


6B8B2RC25 MATH CO-PROCESSOR 


l#03440] 


29 


68881RC25 MATH CO-PROCESSOR 


1*034171 


20 


INTEl PENTIUM II 400 




7V9 


INTEL PENTIUM 200 


(#036061 


CA 


INTEL PENTIUM 166 


(#036021 


I 


MMX S> Pentium 11 available 




L 



Extensive stock of Motorola, Intel, & 
Cyrix processors available, so if what 
you are looking for isn't listed, call us! 



Memory /Ram Chips 



SIMMS 

64MB 72PiN 16x32 60rtS (#03442) 249 

32 MB 72 PIN 8x32 60ns (#03403) 50 

16 MB 72 P!N 4x32 60ns (#03402) 25 

08 MB 72 PIN 2x32 60ns (#03401) 20 

04 MB 72 PIN 1X32 60ns (#03400) 10 

We are proud to announce that we otter 
a LIFETIME WARRANTY on all chips 
we sell. 

1x4 Static Column Zips $4.00 Each! 

DIMM. SIMM, ZIP, DIP. 8 PIN to 168 PIN 

Call with your needs' 



Ammo Custom Chips 



Kickslart 1 3 ram 


call 


Kickslart 2 04 rom 




Kickslart 2 05 rom 


Un 


Kickslart 3 1 rom 




Kickslart 3 1 rams 


the 


3.1 Upgrade Kit Complete 




3 1 Upqrade Books & Rams 


I 


3 1 Upgrade Books & Disks 


o 


Amber 


w 


One MB Agnus Chip B372a 


e 


Two MB Agnus Chip 8375 


5 


8520 CIA 


1 


8373 Super Denise 




Super Omac Revision 04 


P 


Super Buster Revsion 11 


r 


Super Ramsey Revision 04 


. 


2630/2620 upgrade ktL 


c 


2091 upgrade kit 


e 


Janus 2.1 Upgrade kit 


l 



Amiga Repairs Diagnostics 



Service Manuals Far Commodore Products 

$ 29.95 



http://www.devineinc.com 
devine@devineinc.com 



lOMega Jaz Internal 
lOMega Jaz External 
lOMega Zip Internal 
lOMega Zip External 
SyQuest 44MB Internal 
SyQuest 270MB in! 
SyQuest 1 5GB SCSI 
SyQuest 1 5GB IDE 
44 MB Syquesl Cart 
88MB Syquesl Cart. 
270 3 5" Syquesl Cart 
Jazz Cartridge 
Zip Cartridge 



(#149081 
(#14907) 

(#14906) 
1*14905) 
(#14900) 
(#14960) 
(#14913) 
(#14916) 
(#15200) 
(#15201) 
(#15202) 
(#15213) 
(#15210) 



CD Rom Readers 



Toshiba 32x IDE Internal 
PLEXTOR 32X Internal 
J800k/second - 85ms 
seek time - 512k butter 
sesi I & II ■ Caddyless 
PLEXTOR 32X External 
CASE, power supply, Ian & 
DB25-CENTS0 cable 
Toshiba 32X Internal 
IJOOkJsecond - 95ms 
seek time-256k butter 
scst I & tl - Caddyless 
Toshiba 32X External 
a'so includes case with 
power supply, fan & 
DB25-CENT50 cable 
ASIM CDFS(AMIGA| 
FWB TOOLKIT (MAC) 



79.00 
199.00 



Hard Disk Drives 



(#53001) 
(#53043) 



49.00 
15.00 



CDRom Recorders 



Yamaha 4260T 

6x Reader & 4x Writer 
2xRewriter 

SCSI INTERNAL (#14224) S 439.00 
SCSI EXTERNAL (#142248) S 498.00 

Yamaha 4001T 

6x Reader & 4x Writer 

2x Rewriter 

IDE INTERNAL (#14225)S 449.00 

Yamaha CDR400T 

6x Reader &4X Writer 

SCSI INTERNAL (#142071 S 399.00 
SCSI EXTERNAL (#14708) S 458.00 

Panasonic 

6x Reader & 4X Writer 

SCSI INTERNAL (#142231 S 315.00 
SCSI EXTERNAL (#14708] S 374.00 

RICOH 6201 

6x Reader / 2x Writer 
& 2x Rewriter 

SCSI INTERNAL (#142158) S 355.00 
SCSI EXTERNAL (#14708) S 414.00 

Mastering Software 

Master ISO V2?0 (Amigal 5 69.00 

Toast (MAC) (#53038) S 40.00 

Easy CDPRO (IBM) (#53037) $ 40.00 

"eraion 2.11c with Direct CD Software! 



CD-R Media{QTY 1 00)31. 15Each 
CD-RW Media 319.00 Each 



Quantum* 

18.2 GB Atlas 111 SCSI N 
1024k Buffer (cache) 
7200 rpm - 7 5rns - 5 Year 

9.1 GB Atlas ll-N SCSI 

9.1 GB Atlas ll-W SCSI 
1024k Buffer (cache) 
7200 rpm - 8ms - 5 Year 

4.5 GB Atlas ll-N SCSI 
4.5 GB Atlas ll-W SCSI 

512k Butter (cache) 

7200 rpm - 8ms - 5 Year 
4.5 GB Viking SCSI 

7200 rpm ■ 8ms - 5 Year 
S.4 GB Fireball ST SCSI 
6.4 GB Fireball ST IDE 

5400 rpm ->10ms -3 Year 
4.3 GB Fireball ST SCSI 
4.3 GB Fireball ST IDE 

5400 rpm - > 10ms - 3 Year 

3.2 GS Fireball ST SCSI 
3.2 G8 Fireball ST IDE 

5-fOO rpm - =■ TOms - 3 Year 

2.1 GB Fireball ST SCSI 
5400 rpm ■ 10ms ■ 5 Year 

2.2 GB Atlas UN SCSI 
2.2 GB Atlas It W SCSI 

7200 rpm - 6ms - 5 Year 



(#14543) 
(#14576) 


649 
649 


(#14544) 
(#14574) 


449 
449 


(#14631) 


349 


(#14635) 
(#14632) 


379 
229 


(#14571B) 
(#14571) 


275 
229 


(#14556) 
(#14562) 


259 
199 


(#14572) 


239 


(S14625B) 
(#14625) 


2S9 
259 



<SP Seagate 



18GB Barracuda Narrow 
18GB Barracuda Wide 
9 1GS CHEETAH 19101N 
9 1GB CHEETAH 19T0IIV 
10000 RPM' 7 5 MS' 
NOTHING IS FASTER • 
9.1GB Barracuda 39173N 
9.1GB Barracuda39173W 
7200 rpm - Bms - 5 yrs 
•99 10H4HOS" 1 
4.5GB CHEETAH 34501N 
4.5GB CHEETAH 34501W 
10000 RPMt 7.S MS! 
NOTHING FASTER I 
A 5GB Barracuda 34572N 
4 5GB Barracuda 34572W 

7200 rpm - Bms - 5 yrs 
2 1GB Barracuda 32272N 
2 1GB Barracuda 32272W 

7200 rpm - dms - 5 yrs 
52520A2 5GB(IDE) 



(#14613) 
(#14614) 



NEW! 
NEW! 



(#14615) 
(#14616) 



1299 
1299 
859 
679 



699 
699 



559 
599 



475 



357 
385 



199 



Drives we have sold have proven to be very 
reliable' Up to 100% usage Digitally on DPS 
Perception, Newtek Video Flyer, Targa Series. 
Miro Series, Avid Systems. Media 100 

Not sure which drive suits you best? Call us! 



Amiga Replacment Parts 



Keyboards 
Floppy Disk Drives 
Power Supplies 
-A4000. A3000, Etc. 
Custom Chips 
Cases 
Motherboards 

- A4000, A2000, A500 

- A3000, A1000. A600 
Hard Drive Controllers 

- A2091, GVP4008 

- Fastlane Z3 



79+ 
39+ 
29+ 

Call 
25+ 

$50- 
S995 

$99- 
S399 




302 235 1204Orderiine 
302 235 1506 Information 
302 235 1507 24 Hour Fax 
http://www.devineinc.com 

4571 Kirkwood Highway Suite 170 
Wilmington DE 19808 



ORDERLINE 1 800 699 4049 



AMEX. DISCOVER. "ASTER CARD, VISA. DUBB ClUB AND COD All ACCEPTED AVUl PREPAY- 
MEMS 10 IK A0DRB5 ON LIFT F«CES AMD WECIHCAirON ARE SUBJECt 10 CHANGE WI1H- 
OUT NOTICE DEfECTTvE ITEMS REPAFBED OR BEPlAaD WI1H SAME HEM AU SAUJSARI ilNAl 
AfTES 1EN DATS FS1URNS ARE SUBJECT TO 10% RESTOCKING FEE PHASE CALL 302 ni 1506 
FOR RMA* BEFORE RETURNING WRCHANDIS-: RETURNS WTHOL/1 RMA* WW BE REFUSED 
SHIPPING IS NOT REFUNDABLE WE ARE NOT RESPONSIBLE 'OR IKOrVPAlBlirr Of PROD- 
UCTS COOS ARE CASH ONLY COD FEE IS 56 CO 



Circle #221 



www.zstarr.com/execdigi 



ffl s ^^S 



NO SURCHARGE ON CREDIT CARDS 
Same Day Shipping Available 




jmA-¥**#-> ^V» 



EXECUTIVE DIGITAL & IMAGING, CORP. 

60 Broadway, Brooklyn, NY 11211 

718-218-8700 

Daily 9-7, Fri 9-2, Son 10-5, Closed Sat 



SONY 



Sony Troletslanal/lndoslrial 

UWlOOfiJ-CCD Bittern Csrajiki CAU 

rjxc-327B 3-CCD DccJtaWe Csnera 001 

OXC-D303-CCD[>»uetCSPCr- ■ 

D5R-1 CocFJJi; OVCAM Orgrtal Recofder CAU 

05R-23 DVCAM CiaM VCR CALL 

DSR-lMPVCAMCamcoi*rPac»ffl3». . . CALL 
DSR-200 3 CCD D»/J8 OVCAM Demd 3675 CO 
m-3 0a^jrjteBelacamSP Recorder.. CALL 
FWMOBelJLam Camcorder PaLkigL: CALL 
Sony Stlotom VCP 
SP3000 Pic S.rl.r 
Fm2600 . CALL P1W2650 CALL 

FViV-?™ CALL 

Son, |#r«r«Hf 
UVW-1200 CALL UVWHOOA CALL 

LrVW-1600 CALL LJW183C CALL 

Umj 3V7lrr S 

rjFS-3W»«S«.ffiN.i CALL 

FIOMEOwCeoEdrtSysledl CALL 

F^-500ABR[*!^C«reo«t>., CALL 

-.:.:>:. i .-:■-■" :j: call 

5VO-2100 122990 

SV0-5H»S-VHSE«R«w«r CALL 

SWSWSVKSPtl)-' CALL 

UVW-TOJG CALL 

Panasonic. 

AG-456 




• OP-8O0H-L5" P«.bi.....ULL 

• DP-JOOH -XL' Poelo).....eALL 

AG-EZ 1 U 

JCCC WoFfaf Video Correro Peroidsr 

AG- 1 980 

SIM Mf-FJ r7(f>* bfMNl friorlfr 
'1,049- 

agvu 4190) Ai-i* mx 

m: j. sgiciii ■:>■>: w-tzia ca„ 



JVC 



Pralmhnct Video 

BR-DV10Dc<karJ»DVRK0!0!l CALL 

ER/SJ22U S-17HS OacLatli Record:' CA.L 

KY-19-U Video Camera CA.L 

KY-023UDot7IR'd:anera CA.L 

KY-F55-U Videj Cimcra CA11 

GY-X2-BU 1<T 5-VHS Coaicordtr 4999.90 

GY-X3-LI CliTHdrdJI 294590 

VES-83EdrlDreLCALL ES-WO CALL 

BRS800 .CALL R3A-6500U CAU 

mat 

GRAX-230 . 31990 GRAX-430 . 349.90 

GRAX-739 36990 GRJH-930 . 4J990 

rWC H/ItD AU.Il.r 

GRAXMIO. 41990 GRAX-M2S 50990 

GRAMS) 549 90 CRAX-VIOO .45990 

GRAXM300 CALL GPLWWOO CALL 

tUHetl 

GR-OVI . 88J90 GR0VM1 117950 

GR-OVX 1399 50 G^-PV^F^o CAU 

SI TO K,xao Ptrat CALL 

GKSiMMCjctBf-E : - : : 

HS-V1 SW PBrttPja CALL 

Kt'e 

Hn-WS3«l 31995 HF&S4X MStSB 
HRS6900 36995 l-RS-73:: 
HRS-9400 £3995 KR-D0740 26995 

BR-DDS43 30995 

SRS365UE:.1 Recorder Pla.!rS-L-TlS 93995 

IFffl.l 

BR-LHO CALL fiADSO .CALL 

BP.-030 . CALL Bfl-CDS CALL 



ji^ 

jvc C5? 

fufriiiBJir?! I4it\ft§ ffiltm 

< bo-sbcou 5 ■ v i- s fn.,j ri,,-' 

■ 5K-753CU S-VHi P i - , r - 

* RH&-IOSU A/B Rail IdiT Conlrellei 

■ BJOU f-d.i Continllt-i • S70U A/B Roll 

ES-88 SYSTEM 
Coniiiti of: 2— IKi-BOOL, 1— BHO-BUO 



CENTURY 
PRECISION OPTICS 

tittiitsi fnitt t*nt Atitttwin 
WituAnoU'A.wtti'Sei.axind rx call 

WOBConvtrir oX CALL 

POgbltAipitfrs 6X CALL 

StfwF0«i«Uapr 5M ...CALL 

Trtcomtrtw 1 6X _ _ CALL 

Teteojfwrw ZX CALL. 

Acftnmaic topttrs »1A.*2. *?6 Call 
Off if! SttUi 

GXWtXtovflt :■:: 

G&XMftJtaO- CALL 

ZXTMGXWdeArigk; CALL 

AmriKtUOCDWptefJ*! *3 *J •' CALL 



SONY 

Setif Inn 2 N,"i Cpmrprd 
CCD-TRV1S 43390 CC0.TfiVJ5 

;:: ~. e; ;;;;. ct: '■ . 
.:::--=■.■; r4^.j cco-trvss 

CCD-TRY99._.939.9!1 CCD-TRV 101 
CCD-7R5? 449 SS CCO-TBIJ 
CCD-*R 940 



67990 
8B990 

!:■■■;■■. 

4BS90 
639.90 



Special 

TK'.'IL' 43990 TRV-1S 



Sony aiaitci 

DCR-PC'D 1949 5C TRV7 

IRV-9 CALL DCR-SCIM 

SW-reiao 3 CCU ftiiul 

...:■■ ::■:»: : : .^.:'.. -l^m 

DHR-Tffi!0 CiSrAL iDV. 

Softy }ndttnt'(9t 
5VO-13a . . CA^ SW1A20 

SVH-1520 CALL SMHS20.. 

/civ SI Y V(& 

SLV-575 16990 SLY-635 

SLV-S35 199 90 SLV 775 

SLV-7a 249.90 SLW-975 — 

SlV-990 339.50 SLVR-10CO 

SLV-79J CALL SLV-AV1000 

lint •■><• ret 

GV-A50C 69990 EVC-S5 

EVC-200 59930 EVS-5CC0 

Panasonic. 

VHSC filmtcritri 

PVA-206 369 90 PVA-307 

PVD-t07.._ 559.90 PVO-507 

PWM7 699.90 PVD-AI7 

PVB U! 

VHS-t w/iCB Hmhe, 

=W.-558 449.90 PVt-OI 

"VL-J58 549.90 WI-SS8 

17L-95S 

Ill 

SV-540C 125 90 W-S451 . 

PV-6450 13590 W-J451 

RV-S661 1S5.90 FV-J882 

PV-8664 

Editing Components 
AG-132CIS0.!-. I K.J 
A5-:s5C Vn= f F; 
A3-:-; S :-= = ,., 
Arj-77'9 "L 1 ^- RrvC'^r 

;.;■-;. -:-■' :.■ -:,:.--■ 

AG-193C EHJHS 



1 ■ 
CALL 



CALL 

. ua 

17990 
21191 

CAU. 
71990 
41390 

14190 
999 50 



-;:v:t -.-; -v ■„•: 

-;-::. '■.■■:--i;-: 

A£H3S3*5S-VHS=Hi: 



ASM 555 5-VHS ElUREMlK 

;;7j=-: :=::f: ;;■:■?-.. 

AG-521C 59990 AG-A350 

WJ-AVE55 fflglal AV Moer 

WJ.MK2I ana AV tic 

... "•■;: :v;a. v. 

BT-S13EOY13-OWViMM(Mt» 

Canon 

/V111MI DV XL1 



409 SO 

57950 
57! 50 
39990 

515=0 

65950 

17990 
13990 

17990 
709 «0 

195.90 

.399 60 

CALL 

CALL 

CALL 

CALL 

CALL 

.-.CALL 

CALL 

CALL 

375050 

.539 SO 

CALL 

975 SO 

CALL 

CALL 



Oigitat Camto/dot i Comoro io-ono 




-0. 

»XN0?icai X35 Dio>ul loan 

• PZU Hi-Fi SWto 

• _ :: :■:::;■.■. ■, . .- 

■IEEE 134] 0»ga M 

■D;tiiSL«aiBlKa 



ES-STDSnrn CALL Ei470fctm .41980 

E5-20V3mm»TLCO _ CALL 

ES-fS0CFU„ .52990 £S-"030t»! 67990 
ES-50110 633 50 

;;;::■:-= -..■ ■ :■. -. m% 



Djjal Oo,k r<K 

GV-6021) 36990 5060 433 =c 

9050- 45990 (3V540OTL 49960 

9600 49990 9700 55590 

@ HITACHI SHARP 



NRG 



CntnPnk ?0Wor Sotiot 

17V _.... CALL Rid 12V CALL 

Pre 132V CALL 360 RapSDi4F)fr CALL 

372CirCrurs<T CALL 59350 VK-'.CC CALL 
530C0VBraaH!eProl!SS«A4l CALL 

56000 UAgm Pnknional call 

Campak SWr Rowir Paci CALL 

780 0i>Pfs CALL 870FvJ«Pi3 CA.L 

A4 a ,ii, tcili In onoidiit CALL 

*f VIDEON1CS 

VfSC H NI 

MJ-Pra CAU PUJ-I CALL 

MX-1 B&2 Wdeo l*ttfl CALL 

CALL 
IMP 



4SM 

33K, 



"4 
..CALL 



CALL 

•fTb-1) CALL 



Order Toll-Free 



':^^"< 



800-45-PHOTO v.«s.^. 
800-457-4686 "3S*fe 



E-Maif: exec dtg@IX.netcom.coin 



QriMt ottt '700 — toitfvt Personal Walkroart Cassette Player ('if* 1 IfaltrfJ. 
0;dtr «rtr J JM — wtlVe AWf Al C«M*ttc w/ tieeaphono Itrroo CW Vara*), 
Urske mi ■ r,SS0 — najn IfertJ-wW. 9 JJooJ portnUl laife W MmL 



^^ I — ',\^ l/^„'^. 

SONY 

GC0-TR23O0E . .CALL CCO-TR3iO06_ 

CCDTR501E 43990 CCD-TRS06E_ 

CC0-TR72OE CALL CCD-77IS20E- 

CCO-7HV1AE 50990 CCDT7<v!4t 

CCLV1RV44E CALL CCO-TRV56E .. 
. - 

Panasonic. 

Hdllmnol ME 

NVRX-7 49990 NVVX -10. ... 

NVlffl-30 575F40 W-VX70 
M-53X 

fro Ht 

A6-470J ,659 90 AG-57M 

AG-DP200 .1150 90 AG-W2E. . 

WJ-MJ20E . 895 90 W. HX30 

WJ-MX50 . CALL WJA«S5 

VCP Pjll 

NVS-D205 IS9 50 KVS-B3X1 . 

NVS-0350 259 90 :.',■■: : . 

BVB-D750 31990 NVH-SUXB. 

JVC 

0RAX760EG 239 90 GRAX -270CG 

GRAXJ60EG 319 90 GRAJMEOEG. 

GRM-763EG 339 90 GRAX-860EG 

GRAI-MM 43990 GRAX-U40 . 

GR-SX1EG 649 90 DVl-ECusj! 
GR-DV): Dililal 

SHARP. 

'.■ ''.:■;;■.- \ ::- ■.'-: 
Ear1isiingS4>«O0W 



... 



433 a 

CALL 
99995 

■439.93 
....CALL 

79993 

139 90 



377 90 
31990 
-L?E-7. 
535LEB 

869 93 

■■:/:-/. 




HVAII' I 
Super Kem-Mdllttl 
ttnteortor HISC. Pal 



SOUND TECH 

MM 6 CALL MW«1 CALL 

MH-105D . CALL CV-E CAL. 



f'lui Series 

IhtB CALL 34*3 ...CALL 

32 1 S CALL 

BEHRINGER EURODESK 
MX-32S2A ..CALL IIX-90EB CALL 



.CALL GL-4000 



Digital Industrial 
Camcorders & VCR 



CAU EOR 7RL1F BEJ7 PRICE J!. 1 .' 



RAjNASONIC 
PRO SYSTEMS 



JVC RB 

Cootierier 

GROV-1 CALL GSS-V7.._ CALL 

GRS-Z7 CALL GRS-I1 ..CALL 



3VW-75 CALL bW7i 

BVW-»SP -.!.■ CALL 

BVW3SI iFtonrasi cal. 

BVW-40 LLL. 



PVW-2IOO»7r!C . 
PVW-2S50 Inani PUye wTBC 

L/VW-1«»SPEMM1l)ReOT«T 

UVW-1600SPE«<lsPll|ti 



CALL 

CAU 

.CAU 

...CAU 



Piumir WF-ms 8H 

Pertesortic H7V-5250 Accessor/ Kit 

Ponisonrc EHG £FP Kit 



V- 



UllffJBT 

trl Ol Oioital Video 

AVMaslsnf l Cl3iiS{wnknn*95) 57990 

:.:-.-:- : . call 

VIA-50130 CALL 

CALL 
MIRO 

DV1O0(F*eWi:t| . CALL 

IT/300 CALL 

CCZOBts 46990 

::-:...:.. i •■ ■ : .- - 

UabtPnainU CALL 

.:;-:'-■ 16990 

MEDIA TOO 

OX 169990 OSS 3399 90 

Targa 1000 Capture Card 1439.90 

FlII linf A.ailoLl.. Plteit ColJ 

be/tot 

HO Memory Batteries 
lie Shotfldtr Po{»i/BoTlcrr Billi 
TAwM.lX.3] Art t}v Pa* IScnt/inn 5903 

7ta*.'l,l>-545A«6vPaci.l54«V(B^m 10903 
*WtMX-76Ah ■■ i 11AFJ0 

/Afir7MX9 9A^£. Fij.sSi'wS^i 14900 

■5!;.:i; ■;:■■•:.;■..■.■;.-;,.. JjV 

■=■:::-■.■.:■.:,■;,--.»;:. 1955 

'PRW5E5AH12, BattBjPa* CALL 

■==:-■: ■----.. 3.-1: 5995 

•PRB-1413AHI2» BUByPlO 77 9; 

■"■- '34 '. --■:■ ;.--■-.- ;y»7 

■-=--: :;-■ i ■- =. • 

-.'-'■ --■ CALL 

;-.■_. . = ...,. an 

5993 J3-5D 8930 

■XLS Mcd<li....:cd S'0.00 

lifsoteneet (mil Inn; I, ■ a, MddiLCUL 

CcFT-rrenisI CamisrdiT lalltr* Pair 

■r/XLR Oitjjli 

IDX TECHNOLOGY 

HighPsrtarmanir lottery Porks f 
Chargers 

l.=-13 CALL N7-1BLE0 CALL 

NF-1313 2VLED CALL BA-90 . . CAU 

ALS-9P21! CALL AG-BP20 CALL 

KPL-40 CAU DtfiCMtJHl... CALL 



PHOESIxr 

Professional Video Looses. ..CALL 



CITIZEN 



ff 






Camtordttyr 
System Outfits 



Outfit f-'i 

S-Y( ir Vd'jrrji!/ [lisiiL^n 

Vld*o OtluiG Cttl 
UV PrcjttscEdve Fitln 

Trifloa WiFiriPLcat. 
3 Tjlisl, 

Outfit #2 

S-'ii-ji' Wairranty ExlBniiaji 
tiif ■ Biinttiy 

VlKfdJIJ Or-lUXE Cdtll 

Video fMffrleail Tripod 
UU Protecilve FJItei " 

Hf JD CISirlLlP 

aiipflE 

Otdttfifl #3 

5-Y**T Wirr-frr, titaa.lan 
7 till i NoMem Sitliri*. 
VlDSC □(IsjId Cit* 

viifc Fua Heifl iTip-jj 

UV Pic.tiin-f Fi.li' 

Pra PoUriwr 

Head Cc*anei 

Deluu Te5tp5io(a 

Wi.Ce Angls AErctserr Leniei 

biases 

For Digital Call 



$& 



•■■'idaaaasUC- 



KM 



^JAZDEN 

ECZ-9901/iniZocnM'C 50.90 

WXTPfO. 

VfflX-PrcML- TCP- Hetti 139 50 

WMS-ProVHTWdHsslte .11990 

VTOn-Pro Rtt . 16E.90 WMT Pn 99.90 

WLTTPlt) 74 90 WR-Pio 7590 

WP-22ProRcc 15B90 

C7LM 3 Au.1-0 FVlic Mb«l 43 W 

111 LT , ,21590 111 HT 28590 

IlltS CALL 111 XT 28590 

31 LT . E990 31XT„ .11990 

Producer Serin CAU Pejlomunce 5,r«i CALL 

MFX21 CALL MKI-300 159.90 

ms CAU UE* CAU 

V;-» CALL ME67 CALL 

'• : . : CALL UO-431P CAU 

a 

". B7B 77. L IJTJ-757B , CAU 
'JD4333 CALL RE-IQCO CAU 

AUDIO TECHNICA 

A-H 040 7950 AT-822 CAU 

AT«5 CALL AT-83S CALL 

AT.J61R CALL AI-859B CALL 

AI-A033 .CALL ATJ041 CALL 

AT-4050 CALL AH071 CALL 

AT-4073 CALL AT-641D CAU 

ATH-2S CALL ATla-TiT; CALL 

■'."- .: CALL CS7 VKII _..__CAU 

PrfrAL .„ CAU 

tAO 

E-100 CALL E-2CO CALL 

E-300 _.. CALL 

fV ffeilre Vdl« 

RE-1000 CALL RE-2000 CAU 

RE-B CALL RE-2? CALL 

635 CALL RE* CALL 

At-30 .CALL PM33W CALL 

HO 408 CALL FAD 1:76 CALL 

HI) 257! CALL N.TJ3L75 CALL 

F1D457B CALL MJ/E.'E CALL 

H0957B CALL RODECti.i- CALL 

R00ENT1 CAU RCCEHT; CALL 

SONY 
CALL ECV-553 CALL 

ECM-66B , . CALL ECV-773 CALL 

EOJJ370 CALL ECM-672 CAU 

ECU-999 CALL 

SHURE 
a; ■.•. = ci__ =l-j:3 ,:;l_ 

9eU56 CALL SeisfFA PILL 

BeUjEA CAU B1087 74.. 

EM-11 CALL 3G-21 CALL 

BG-3 1 CALL BS-4 1 CAU 

9G-51 CALL VP^8 CALL 

SW-7 CI.. 3" 3: 74.. 

S»!l CA.L SM-9SA 4__ 

MX-391 CAU HX393 aUTl 

VP454 CALL 545.5OLC CALL 

565-SD-LC CALL 58S-SOX - .CALL 



EOMTubt CALL 537-20:33 £AU 

C-411 CALL C-4148 CAU 

C-415 C4_. C-41E CAU 

C-419 -CALL C-435B CAU 

C533E5 ... CALL CS-91 CAU 

CK-92 -.CALL CK-93 CALL 

OI12. ..CALL D-230 CALL 

DPS 

EdrlBayPto/W 62999 

SpacL Plus Fin Wire 499 90 

IjciiU 359 90 

PowrrsjrgeVeiumed Gewralcr 379 50 

i'.'-i .■:■!. -: . . A.-- ■-.: 3AL. 

TRUEVISION 

■-: - OLAV'T 1439=0 

•.:■■■-. 74.. 

3ALL 

; ::::■:■: 4 :..■ , ; ;: ::.. 

MICRO STUDIO 

Vdee X2 PC Dtjtal Mew 1299.90 

Ccrt-ol X Vdeo PC Ella . CAU 

• ' : : 74.. 7:—: 1 .:; 77.. 
POWERMAC 



ULEAD 

Wedd STirao Pre 5 Video Ed.tor . 
Photonxnct . CALL Wttrraaw. 



41990 

CA.L 



7X3 3 149 50 FX30Pro., 379 90 

MICROTECH GEFELL 

KT-FUS CALL VM7-70S CAU 

v'7'92 15 .CAU 

SEAGATE lri.es 
34--;:.ca C-r/K 7. BLfrm ATTQ Cwratter ..CAU 
t34 ,- :::.r;! 4 s 33 CAL^ rTar-acua 3 1 gh. CAU 

Barracuda 9 1 G3 Lll-avride _ CAU 

CHEETAH 

Drift 

■■ .'' '■■■:. .- f:-v._ '?.: -x r-_. 



JVC 



JSUtl9 



-'■■ 1 ^ ;:■ =:::■ 



VS-OTA«-!rvOn»Trtler 



";"•.-/:•; 



bogen 



Black Anodii (d lliitk.^dd 9. 
3t^MrfFWHud ... 
3065 Urttorral CimViSm ^.3066 Head 

j-CbtiC ■? V.flee Fbfl Head ,. . 

311 6 301 1 -.v M.ni Fm-cJ Hfirf 

3119 3068 UiwriBJI wVini FIumI Head . 

3lZ*3D11w*njFlo.dl4«c! 

31.Z5 3Wlw.Mttisfiu.idhaa[J 

M26 Iteo FWd Hani, 

Slffl QHPAer& fluid Hmo" 

3131 3033Tiip^W7lr1nRLiidHAWJ.., 

;i33 3DjoTii r -ol»\rAmfluidH**l .. 

3^40 3W6 Tfipod ftM.ni FUrtJ Head .. 

3t4.-SlLVlOTnpfli:Kil 

3W Si&Pra Video H«ie 

;■-■; ;:';:.■■.■■ 

3l60XLFij*:-Tia!l ... 
:-■-: '■ ■:. - . ;-■■ .: 
3T763CZlTfi^w31»HMd ... 
3179301TT^^rr7ai30H6Jd . 
319! LW froC«^Aow.75rri(Ti Baa 
3133 LW FroCL-%Vd«w.306crT«*i 
3)8? Hifrr^CmVdn vr 3066 \~tia 

:■■}■■.:■ :.:■:. Ttfpod 
3190410-101 podtQI .... 
3^^frlOTrTOMKrt 
3193-51O-10 Ircca K=[ . 
3liUPr 3 Cr4Vri)aw4i»6r«eja , 
3274 3T6HDCiPeVid«H:-: 

CUDECRM 

1CO0 Pro SmicL- t5aoxi 

3000 Pro Sa&lcer 43390 

OlOJG CALL B3J,' Pre 11393 

Body Pod 1H90 Cantering 103 .399790 

V-16 339990 V-20 3S99*) 



15990 
77990 
119 90 
139 SO 
4750 
4990 
729 90 
249» 
229 90 
1039 ffl 



49 33 
-11950 
14390 
11990 
16990 
44J43 
49990 
...)7, 
103990 
IOM90 
106990 
59990 
56993 



DICA-3 . . 
PCK-R5CO 
TCD-100 



CALL PCMflJM CALL 

CALL IC0-D3 CALL 

CALL 



Ainu. 

Berrnrcer 


....CALL A;'i, 

...CALL 0«X 

...CALL Ran 


CAU 

CAU 


S43r4 




CALL 



Alesll CALL Bojen CALL 

CreU CALL Oowr, CALL 

EletOdVDICl CALL HajkB CALL 

JVC CALL Waaie CALL 

Technics CALL 

COOL LUX 

Cool Kits 

LK-2201 . . CALL LK 2202. CALL 

LK-22HS CALL LK-2204 CALL 



SOMSON 



TRS 


SHURE 

7 Idrlei Wit tlest 


THD 
TFU 


OU i-3 CLLL 
CA.L T»j 


TELEX 


WTJ5C CALL FWTOWTSS CALL 


7UP-150 


WRT-JI0A 
WRT-S30A 

m 

As«» 


SONY 

CALL WRT-120A CALL 
CA.L WRT860A CALL 

CALL Futrniti CULL 

CALL Gemini CULL 


^ t^^—^rr mtt mC k^Lww 
ssoronemsm^ooms^m^^MsptomoMer 






SR-32-4 


CALL 



23990 
IS990 



■ :::. 



..149.95 
IB990 
533 3: 



YOUR SOURCE FOR SAVINGS OH Mil YOUR Film, VIDEO MHO PHOTO 



3 to ordtf Full tiM pothy, if tor any f.p«n you ere not h/tfy tttttsfotl within 10 rfnyt aft* t*t*tpt af orfa. y W nay r*tim tt/ar /or a 
i at} iupplitd Shipping and bundling ehatgti art ttoft-tofimdable. Not r*spon%ibU. iai typogfttphir erton. Prices are suhfuct to tappliort pitting. 



DJM-300 


PIONEER 


. CAU 


V. Petti 
FP-33 


SAMSON 
SHURE 

CALL FP-113 


CALL 
CALL 


5O.1-810 






STUDIOMASTER 


TS2 


CALL Ris-2163 


CALL 


p|^2 203 




CALL 






Order Toll-Free (US & Canada/: C 

800-220-2224 2 \ 

Information & Orders: 21 

212-633-2290 ** 



Customer Service: 
212-633-6807 

24 Hour Fax Line: 
212-633-7717 

E-Mail: 
tristBte@nyct.nBt 



Asm 



Camcorders • X/CR's • tVtonito 



"Se Habla Espanol' 



ush A'Jbuub I'junrdr 2l)ih nit a n't) jlJnw York, MY JUUTJ 



• Mixers • Desktop Video • 



Protect Your Investment With An Extended Service Contract. .ONLY S9995 (Available for most models} 



AG-DPSOOH 





• hdnsi.\sl S-VH5 • J-CC[j • 3 . - 
Processes '75D tines GtResDiij-.r 



'VITC Recording 

• lit) Zoom 
'Hi-FiStereo 
'S-VHS 

• Super Lew Light 
Smatng 

■ Vliiatte Digite! Functions 

AG-EZ1 

i ten n.j«l mm Cuaterier J 

'SBOunn rf.5tarjfe.-eai 

■Qig.talimaje ^^^^fl&*A« M ' , 

Vtwtvjtr at*S2M*!'^k 

•MOW fV«l CCO fllj| |P 

• tOiiOwzslZom VH -^ J 

rYewlAG-E303-CCD. . CALL 

SHAN-MC1 Mic iS 319 95 

AG-BP25 Battery Pock CALL 

<V*iW Bescor MX3K U MAM 

Banery Pack f/AG-EZI 19.90 

AG-1980 

S-VHS Firms VCR mm'. 

■ fiinffiaree : « 

-Tv BtfWo6B 
fledsr-firw 

'Srpe/Mte Avon Mfcjf 
•Jos? Semite -3-I)0»a<*/V/CS#fia<*Mr. 

AG-OSS40/AG-DSS50 

S VMS DlgH>l HHIm IrH" ^^ 

^5 c^sa 



'Built-in UQ&TV Fhw £W» GaferaffwHeatfar 

*J-D 7frae Sjie pOfTVQtPT 

■ 7>T ZJrpTal lYiwsff Reduction 

• flS-«22A Sftr. Sensl IMertiee 

*&X ttjjhSpeedSea'cit « Jog>St>itttti Dial 

AG-DS350H/840 

S-VHS %m Sow llf osao f <Mji; Syjrwti 
Cell For CtctligrtrjoM 

WwWAG-OHS.CALL rYrw'AG-G55J...CALL 

#<w» AG-EI2D Digital _._ 1239.85 

AG-1W -559.35 AG-196 1029.95 

as-1310 hsms NiHtm-m .219.95 

AG-2SS0 -319.95 AG-5210 689.95 

AG-5700 S-VHS Hi-Fi RS-232 Erjarnn VCR _1329.35 

AG-A570 Editing Controller 539.95 

AG-A55 EC- llr.g Cc.i:rrj!ler 35195 

AG-V10 flavor I2V OC CALL 

AG.;20BciDider/Plsvar 12V DC CALL 

AG -150 Rccotder/P layer S-VHS 12V OC ..CALL 
Vidua Pwtntmrm 

AG-EPSO 1 1*9 as A6-EP60 "9 95 

PT-L290 Pro] CALl AG-EPSO .839.95 

Monitor* 

CT-13B6Y 23435 CT-1366W 27936 

CT-S13S0V 33535 CT-2086VY . 349.95 

CT-2063r- 32935 CT-2TSOT -45995 

CT-27S6VY 479.35 BT-SWOY ...ITS 95 

BT-SW1Y 659.95 DF-1300MS_.1D24.95 

BT-H1390Y 994J5 BT-MS9S0. CALL 

VCWMonitor Combo* 

AG-5I3C- .359 95 AG-513A 313.35 

AG-520C. .399.95 AG-527C 53995 

Digital Am Miner* 

WJ-AVE55 343.95 WJ-MX30 1699.35 

WJ-MX20 373.95 WJ-MX50 319935 

WJ-TT17 279.95 WJ-KB50 499.95 



SONY 




*mpr*temit^$wrrtfatt *.*,** 
icttftaivhqmiL 

•Wtmm^^Si^fnt^mtvkbyiamlibtui- 

'Al hi-Stwu, *» wwWvdmtltoBIUOIftl 

cmmmumsrmcii 

SONY Accessories 

[JP-FS5D CALL NP F150SP CALL 

NP-FJ30H CALL NPSM CALL 

NP-FIOO ... CALL NP-F30O. CALL 

fJP-F'300., .HPU. Userlmk „ CAU 

DVBK-2MC..._ ,.,, CALL 

CPJ-A300 LCD Vice: : - ; i . I CALL 

|V/r« 

New! GV-X3U 
S^fSCftmconiw 3-CCO S-VHS 

• TfHtB h : ■ 

' Svperi} Low tJjAfj 

Ftrtarmmct 

Down To J Lax 
'tOtibSlgrii) ;.r 

A*l!i« ffiir<? 
•FullSiif J.5l»e/i 

'/.tiV.-iV!- 

• fytf Jurpmiflc StfQowg tf&S}~ ' 

• AnwHsJB fferriTrAffrr Bwt " 

• Mi SmWO Zoom Lent tntktfad 

• rSifiY fa £Tt J7wfi? -bpa>? Ce?Ti!afi'i' 

GY-X2BU 

. •wi««ior 

"voi-ms 

■JCCOC/w 
• ICDrMrfriry 

•JU/Jdmlrryir 

C..,-'j: r 

<T 21U 3-CCD DockBlIt Moo Clnwi ... CALL 

3R-S872DXU CALL BH-S6220XU. .CALL 

3B-S525DXU. CAU SR-S365U 1023 95 

SR-335SU 264.95 

Production Monitor* 

fM-550U 5.5" AEJDC 599.95 

TM-A9U 389.95 

TM-I31SU 13" S-VHS __. 239.95 

TM-I400SU 14" S-VHS 929.95 






BB-S3G0U nscorJ,l>.3>f S-VHS.CALL FOR 



RM-GBOOUEdrtCofitrtStr....- PS1CEI 

V>*(RM-eS05U A'B Roll Fin Connlllr CALL 

SAK-26LI .CALL SAK-53U CALL 

SAR-50U CALL SAK-3JU CALL 

SAK-33U-. CALL SAK-27U CALL 



jvc s-vhs eattina ■r*i«m 




TIM imt. AS*rrMl« Wtr lo lui Uf 

urnhrtMUILnil imn 

.jD&SbmtlB irrjcti 

' F cow*ac«i£r«ioa *Wr/T rrw SU-SmVU 

• RrmlomAistint'xtv't'Vg funcUon 

• LU Time Cede Systtm 

' &S23ZC ! emvtc Ian r t -an 

* Audit) c/ubbnp Anplion & nU initio dubtr/tf functtm 

' Dn-SEiean menu setup 




SONY 

■•D\f£AMRtcotifag;?iftUct & CoiuuamQV 

... t.\- ■-'-'. 

•i. ■.. i't.. f -■■ 

-. ■; ■:*. l 'j - ;. ''™t 

mVelahittmiM 
BffBKtH 

"•_' -rt.-- ; Mr 

...■.' 
niJcniEfi-lSSt} 

■■"'- ■ ■.:-■ : ". Sv .-■'■■ :".,-,. . 

* Strrt j t&zTBBitvae mSthtiMUwOirvcUanM'niy 
■•■■ ■ ■" . -.:'-.- f Eil 2 cmr.net end 33 

■ •il'iuj Capability 

* I iich Black & WNte vievA^er (CFTS. 

* iViutint Qpttttiwi on Iti&'EsirVSiiuntf 
Sptuit/Wlw Bsiaitet anisutQ Loci Funtk&n 
SrtrTfti re rUftto Ini/Gilo/Sbm*' Sv.td-Whm 
Saljinrf Avtounutc. 

■ Wi§itfs Run&t Cumuxlat is rtwrraJ oiw/j 
*ndl/TS/i»wftiwH 



-." ■'■,' -:■;::-." -■.:■ 1 .s;ji.i i *f "ii : -C n . 
rtrtytJwcl fSPsttftJt." 

• MrjfJj r0nu% Cqntitf AsoSa 

• Autpts &£&& Sttmdtfdsin c&siengf wifftvut 
■"' adaptor. 

• DViWIVT Itesetl en IEEE- 139*1 

■ CwnjWWP WWKrt J-UdW 'AltTJ/f' 

■ LANC inttfiKt tor Qtmott control QpofiirOfr Kltt 
LAHCEttmii 

• Cvnttol S Snw! reittott control 'int$tfaa*. 
» bteinal Tunn; filfl}rdtofl 

• Itidai/PkotD/DatA SiAtcfr Modes 

• ttipptieit vatatess Hamote Contralto, 

SrSBSVo-aocw, 



7>w ^Bry SVO-2d0ffn m misy So vn S-VX5 JA- fi 

fdiAnp AKoniVc Uird in zatvtvMion ml* tin 

epbotul HUSO Entity CortrcV Wc tf» S VO ' TWO 

tuattt j ftopta riod cujt tfltair* mo wwt-im* 

•JdUr^tytttm. Tttt SV0-2QC0 >*UtH4i t Dji! Maft 

ShutM ting. Auto tltptK AxC*» 5«dcf/f d Cwfrof-S 

nvtoal Wnli'iTw'l 

RM-250 EDIT CanTrollur ......._ „ CAU. 

/ SVD-2100 „ _ 1239.95 







Anii0ci Software. 



Ptgrr Slieam 3.1 — 

Crois Mac ... 

Tarmila- — .— . — 

AMI TCP/IP 4.1 

Imace F/X 2.6 

Epson Stylus Driver-. 
DiracwwvOpasSll.-. 
Cross Das Pro SO — . 

G i> F«» : 

Word's Wonh 

Mutvring ISO 

Studio Printer 2.1 __... 
Ouarterback .. .-_-.... 

Quartrrroack Tools 

Termite TCP..-. 
I-Browsa 



36.95 

224 95 

6695 

42.95 

9995 
22000 



-CAU 
.39.95 



-.67.95 
..CALL 



.139.95 

94.95 

42.95 



( #rt' , Liorrtwave3-D5.5 ^? 'I 

'«*' Urjhtwavp 3-D 5.5 'Jpsr.. ! 



CALL 
CA1L 



E3Z 



— 



pFl3.DSt.Op 1.0 

Fr3c!aiFJes$nPi 
Fractal D . 
Pos*r2 
Animator Studio fc 

Truu Space ~ 

Sound TarquiQ.... 

final Effects 

VidEoAclinnNT-^ CALL 

Video Action NT w,3D F> 

Video AcliQ'i I . . 

Video Action Pro wtfDRf 



Perception Vidua ftHCOrtSer 



- .cyui 

364 S5 

J99.95 

CALL 

439.95 

CALL 




DPS. be IV 79ABS 

OPSV-Scops lBa95 

OPS Fkraote ^~.,-,..™™...J32.eS 

DPS Pflrcnption _ 1509!ft 

DPS Perception Audio Cand In-Siock 

DPS Uve Capture Option CAU 

DPS Parcaption Combo. ._ CALL 

DPS F/X Card. 625 00 

GPS Par-Amfga/PC 1539.95 




tvorVtrtittu You (Vpfnf for 
PrattrMtiianut Vidvu tiiilui,, 

Hi Svi Mfttettht Awt>nrVtJ*a Ctpaut Ctrl 

* Compcsttv * 5- Wrtw L'U 

' Video Dm Uttvs In &cm of tU MR'Sac 

• FP Oiifl^.y Audia vJPeritici lip Jync 

'fasy Windows 95 Plug, & flay InslaliMlioa 

* Mrfm VGA Overlay Cspabitty 

•£c1hc£2& Creittr Mvif-.-V.-. J-.i 




Ui,4-ct PV fihtrntf 
Juit mtltJl I'm DPS Spar* fvalV,!* tttifittf in ytv: 
KoiE^nmrMAF^plvain^taOVctnxisOMTtna 
star! ert-img votti the fuS ursion at Adobt r^iwi. 
fithataersy. Afisrymfifrsft ostitis yew program 
piit transmit the BV63Z3 task OVff tfit BtaVfittj to 
your tamcotdit, preserving compter video onsl 
auttio ttfetiiy EatttOfffapfk a perfect zlona of 
the origins' toataga, 

, ^w . Spirit flat flnWin Inputfautftiit 
*±L£i* HfrtfM,, SCSI CwtfrtrffW _^-n 

■ Captura A play back dig audio A vrfto, 

■ OVqualty bom Start U Stottt 



SBFKST 



...«.95 

59.95 

.42.W 



Ik. AH etl DlBtbi V 

EBSSHtTH pim^ 

PU&ptureCaidv^on-bGatdCDt^itrAutitQf 

AA/l^hxpsite&SpttcertiytwhPiybia 

tmsi«(iT$m*riE*tt*^ system ffifix>ghpifr 16-os. 

« tiMrvssndd^i^^^Mfarrip^iU^ratt. 

.VAVEcotapatisbtf, FtfrmksncapKitaiMXI 
fr*s«rWrjH. M-/PWpw>pt«3«)njstaw«f*l 
r^tirra-SCSltortitfives. «nv Dnvrn (wttut* ffluf 
V&eJlVlfJ.Tplatbaci. 32-**mxtowiSSSiVT:om- 
patiabfe. Irchdas ffw FVIL wmrt oi Utttd Mart* 
Studio Pro 1.5, plus. Crystal Brapftcs fifing Fonts LE 



Video Toaster Syst> 
Advanced 

'AmrgaHXIOT 

* OS) StJmft/- Stab fUm 
'13WHQ '.frOf-ftOU 

• J&sttr 40QC VttsrOrt 12 

* 20 ' Toshnb* lir rati Mamtsi 

CAU. 

Vititto Fly&r Syetems 
Basic 

« Video tfyer Vnnwa 4 1 
'2—S5imVrdeaHQ 

'!— 2.1 g'^ Audio HD 

' Ofrtitpti-s Cable • Brr*-e Cisa AM 

CV-LL 

Professional 

• VMM Flye: VtfS'cn a 1 
■2 -23.ii$Vdeom 
•I U&gAtnl -■■■:' 

•Oewptif 4?*W* 

' Dm&lr. A/ F^o Cast 

GAIL 

Swfffftft* Barracutt,' Dnu,-. 

ST-K5T2W«4.555tj CAU 

ST-1&U1 ^ 1 w9.J go , ■ , —CAU. 

ST.il82I3N/wltl2sb C^LL 

IS1 U\v23gb CALL 

AttuptfC 9C$.t Gtmtr vita} fCatti* 
AD-Z940L1 CALL AD-ZSJOLIW ITLWS 

Mho DC-30 Pl.t-. 
TttrnkvY System 

* 23) watt mfdlowet rata 'PtnUurtUlXlMtit 

' PCI Malhar board wrfia itch* 

• Diamtntd stettth 3D 20CO. Amb video card 

*6ttrto t>f ram 
* Samsung Z5 gi£ Eide Hard dr'tva 

* Seagate Birncuda 4.5 gb utrra-iviije hard if rtw 

■ ■ ^H£-25i:-LW SCSI-2 rWBV*V 
'15'tfoppydrr*^ '2AxEde tsUtmti CD-Ham drrsa 
'Speakers *lOikt^mni!ows3iaayirza'd 

* tc-giiath PS/2 rwvse * 16 bit stereo SCwd 
*r&',2WKlBZ4SV6AaX/tat0t 'UitoDC-XPtus 

^3,2 



mire 




M/rn Mtticu DC30. Plum 

improved A/V Cinttif A 

IHitHtr r*rll Ct-ntrott 

' Transfer rates vp ra Jirfo'twc *S4Qx ttVS-VH$ 
WSlM. 25 t M-JPFG cempfess/on 
• Supports COWI net paats tiV4x*gOI 
-i vt:ni!ay>ttoyo-JSxtviawA*4titl*viQt0Q<, 
our VGA tzrwan * On-bOtflf tlttfo Ctptu't up TO tB 
tK iMHt m&paritctkp sytti * Adobe Pttrti-wt 
*.ZF^*otfoi*opLEaa*dASf imt i U WFfX$^r*\ai9 

.6M.S5 



N«wl HiMVtdMOVJMFiftWtrBlj^iiVOrti* 
C«id wuh fluili-ii SCil Cwrtrellir. -Ml-M 




New! FntDV Master... 



...CAU 



Barim fX 3,0 l* the Ttrp-R»t*>d 
TV .rW 3& O.V§ Plug-in 

New3BPrpiea!i!tBs:P§3srG&s. 

Shape tracks Vicitidsig cubes, 
CfHiidaxs A spheres, sun&ne&f 
friars irtdur^rJephtX vravts 7 

bulge, ttb-bmsed iter- _ 
tatt,tiWma-*ti:is 
A trmif- 



BDr* FX J.0 LTD vnrjion f/Preraiere onlv-HSM 




Store & Mail Order Hours: 

Mon-Tlturs 9-6; Fri 9-2:30; 

Sun Jfl-5; Closed Sat 



No Crmlit Ciril !'...r i:I>ii r.|.: 

Orders Processed Within 24 Hours 
Overnight Delivery Available 



tfUrdiaarl 4f«reA«*jV»««eei^rfi*rrrw IS r/.,.i(r«ifir/dfrKOrt R«rrarr«ffr«wew/vrtar(r.BtertfrfrtrAr4# 



«t^Krp^ns*i.lp.t4«n,«Kj4(MJtr»rr»»/ejrt. to r rwr«lKSmrfo^t4rf(»arnji.l«lin < ^ 0S.m*7m*,*n»«ll*»X KM.reMW, «•« «W (•»»»/» rrtcpnplKrJtmri Art»mtalDri«<striM«wiWM 
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ICALL 800-544-6599 

; MONDAY-FRIDAY 9-6, CST 

, INFORMATION 414-548-8120 • FAX 4 1 4-548-8 1 30 
'TECH SUPPORT/RMAs 414-548-8159«12-4PM,Mon-Fri. 




VISA 




J 

^ 
b 



Safe Harbor 
Computers - 

Your=l Source for Digital 

Video, 3D Animation, and 

Multimedia Products. 



Visual Inspirations 



Batch Factory, Amiga 49.99 

Control Tower, Amiga 139.B0 

Corporate Video Backgrounds is a 
collection of 250 visually stunning, 
royalty-free backgrounds which can be 
used in any Mac, Intel, or Amiga-based 
Video Editing Facility... 
Corporate Video Backgrounds. ,.89. 99 
Decision Maker, Amiga 179. BB 

Surface Pro provides you with over 60 
new seamless, image-based surfaces 
that are instantly available through 
LigbtWave. No matter what the shape 
or size you'll never see a seamline... 
Surface Pro far LW, Amiga/Intel .59. OB 




Harness the power of ImageFX with 
Visual FX for ImageFX. Features 
volumes of transitions and Special FX 
templates; can also be used with the 
Flyer, VLAB Motion, Draco, and PAR.... 

Visual FX tor ImageFX #1 , Amiga 89.00 

Visual FX tor ImageFX #2, Amiga . ..105,00 
Visual FX tor ImageFX #3, Amiga. ..110.99 
Visual FX for ImageFX #4, Amiga. ..110.99 




Dab, Intel 89.00 

Extract Audio. Intel 59.99 

Fiber Factory, Amiga 59.00 

Fiber Factory 2, DEC Alpha 129.00 

Fiber Factory 2, Intel 129.00 

Fiber Factory. Mac 89.00 

Motion Master Vol. 1 or 2, Amiga..85.00 

Particle Type, Intel 79.99 

Point At, Intel/Mac 59.99 

ProPak Bundle. Intel 199.00 



MEfP 

/tm'nrtin ahA C.-|(va7£ 






Edit Bay - Analog video capture card, 
includes Video Action Pro 5.0. .739. 00 
Perception A4V Audio Card. ..1149. 00 

Perception HTSC PC 1559. OB 

Perception Capture Card 639.00 

Perception/Capture Card 

Bundle.. 2369.00 

Perception Bundle/Video 

Action PVR 5.0 2769.00 

Perception Executive Producer -This 
value pack includes PVR, Capture Card. 
FX Accelerator, A4V Audio Card and 

Video Action NT 5.0 3999.00 

Perception F/X Accelerator ....825.00 

Personal TBC IV 829.00 

Personal TBC Plus 1229.00 

Personal V Scope 829. OD 



Spark DV-20BB. Intel Call 

Spark Plus w/o 

Adobe Premiere ...799.00 

Spark Plus w/Adobe Premiere .819.00 
Universal Transcoder DPS-21 .1 239.00 




Sparks, Amiga 1 15.00 

Sparks, Intel 154.99 

Sparks, Mac 139.00 

Time Machine. Intel 79.00 

Wobbler, Intel 59.00 

Wobbler, Mac 59.00 



A- 




WE NEVER CLOSE 



ca 

i 







sony ^Seagate Quantum 

Quantum Atlas II 4.55GB Ultra Marrow/Wide.. 
Quantum Atlas II 9.1GB Ultra Narrow/Wide.. 

Quantum Atlas 2.2G8 Wide 

Seagate ST91685AG 1 .6GB IDE 2.5" 

Seagate ST34572 Narrow/Wide 4.5GB Ultra Barracuda.. 

Seagate ST34501 Narrow/Wide 4.5GB Ultra Cheetah 

Seagate ST19171 Narrow/Wide 9.1GB Ultra Barracuda- 
Seagate ST1 9 101 Narrow/Wide 9.1GB Ultra Cheetah Call 

Seagate ST423451 Narrow/Wide 23.4GB Ultra Elite Call 

Sony SDT 9000 DAT 12GB Int. w/cartridge {Great with the Flyer!)..] 065.00 



Sound Forge XP 4.0 - Express 
audio for multimedia and the 
internet. Heighten your internet 
presence and bring your multime- 
dia projects alive with dozens of 
audio effects and processing 
tools. Record, edit and process 
mono or stereo files quickly and easily. 
File format suport includes Microsoft 
WAV and AVI. RealAudio and RealVideo, 
Active Streaming Format, and Java AU... 
Sound Forge XF.1.C .....Call 

Acoustics Modeler - New' Recreate 
acoustic environments with this signal- 
processing tool. Adds real sounds to 
existing recordings... 
Acoustics Modeler Call 

DirectX Noise 

Reduction Call 

ACID Call 

XFX1,2,and3 Call . 

Sol. Encode Call f0UND " T 




CD Architect - Design and build CDs 
with speed and precision; wrile audio 
CDs directly form your PC; operates as 
a stand-alone editor or can be used as 
a plug-in for Sound Forge 4.0; 
supports PQ code editing and a tull 
range of CD recorders; includes Sound 
Forge XP... CD Architect Call 

Sound Forge 4.0 - Professional sound 
editing for Windows: produce studio 
quality audio with an impressive set of 
effects, processes, and tools: expand- 
able plug-in architecture supports 
DirectX Audio Plug-Ins... 
Sound Forge 4.0 Call 



Promix keeps you from running out of 
audio tracks. Preserve audio levels, 
pans, balance, fades, and timing while 

mixing clips. Promix 80.00 

Bring back those neat Toaster tricks 
with Render FX. Transform any 
Toaster effect into a single Flyer clip. 

Render FX 125.00 

Specis!! Purchase Promix or Render 
FX and get Flyer Flight Notes video at 
half price! Hosted by Don Ballance, 
Flyer Flighl Notes is just what you 
need to work your Flyer to its 



potential. This is a must-have tutorial 

presented by a top-notch Flyer expert. 

Flyer Flight Noles 25.00 

mark Thompson Videos 

#1 Layout Tips 55.00 

n Materials 55.00 

#3 Character Modeling 46.00 

Learning Lightwave Through 
Logos Video 4500 



PROWAVE, INC. 



Puppet Masler - Amazing plug-in for 
Lightwave! Created by Fori Owurawa, 
this product aids in character anima- 
tion. Features: Allows you to pick 
points on your object by assigning 
them as separate groups and move 
them individually, enables you to cut 
your object into sections, and much 

more Definitely a must have! 

Requires Lightwave 5.0 and up. 

Puppet Master, Intel/Mac .299.00 

DEC 349.0B 

Amiga 159.00 

Puppet Master 




Aussie's Fast Frames 2,0, Amiga ,75.00 

Co-Pilot Video 1 .0, Amiga 89.00 

Co-Pilot Audio 1.0, Amiga 89.00 

Co-Pilot Video/Audio 1.0 

Bundle, Amiga 170,00 

Multicam Editor 1 29.00 



C?Zware 



ORDER SECURELY ON-LINE 



rbor.com 



TOASTER/RYER PRODUCTS 



Audio Thunder 69.99 

AV8R Pro + + .,.. 369.00 

Toaster 4. Id Upgrade CD ..359.00 

YCP-200 499.00 

Call us lor lull qtioles on tJuwlvks Toaster. 
Toasw Upgrades. 3!\<1 flyer systems! 



ANIMATION/EDITING/ 
GRAPHICS/SOFTWARE 



Adobe Premiere, Mac 495.00 

Adobe Premiere V5.0, Intel ..595.00 
After Effects, Intel/Mac, 639/629.00 

Amiga Forever V2.0 69.00 

Animation Master 9B. Intel. ,,175.00 
Animation Master 98. Mac, ..185.00 
Animation Master 98. 

Networking Mac 499.00 

Animation Master 98. 

Networking Intel 550.00 

Boris Effects 3.1 425.00 

Bryce30 189.00 

Elastic Dreams, Amiga 88.00 

Final Effects Complete Intel/Mac. Call 

Fire CD 44.99 

Hollywood F/X 3.0, Intel. ...359.00 
Imagine, Amiga/Intel ..100/389.00 

Kai's Power Goo 39.99 

Kai's Photo Soap 39.99 

Logo Motion 79.00 

MacroForm2.0 Call 

Media Studio Pro 5.0 439.00 

Organica 149.00 

Painter 3D 249.00 

PhotoShop 5,0 649.00 

Pyromania I & 2 CD Bundle, .195.00 
Pyromania Pro. Intel/Mac. ,.245.00 

Real 3D, Amiga..,.. 350.00 

Wavemaker 2.5, Amiga 125.00 

Wildfire, Amiga ....149.00 

Worid Construction Set 3.0 ....Call 
X-DVE, Amiga 155.00 




:--' 
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Relief - LighiWave plug-in lor generat- 
ing landscapes from USGS DEM tiles or 

Bitmaps 189.00 

Shock Wave 1 .0 - Lightwave plug-in 

lor controllable shaking ! 38.00 

Logo Wizard - Stand-alone application 

to create logo fly-ins 189.00 

PalhFinder 3.0 - Platform conversion 
program tor Lightwave 3D 1 29.00 



Q&* 



MOTION 



Con- 
Motion 2. D 
Lightwave 
plug-In utility. For control over the posi- 
tioning and movement of objects, 
bones, and light sources Requires: 

Lightwave 5.0t 339.0D 

Farfycles - New plug-in tor Lightwave 
5.0 and up! Do particle eflects easily. 
Full integration, total control over 
direction, strength, extinction, and 
recycling ot the panicles and gravity 
effects. Includes a shader plug-in to 
change color, and a collision plug-in to 
control the impact of the particles with 
objects 229.00 



UTORIAL 



VIDEO TAPES 

Advanced Features, Lightwave 39.99 

Animation Essentials 39.99 

Digital Cinematography 39.99 

Flyer Advanced Techniques 39.99 

Kinematics & Contortions 39.99 

Lighting & Camera Effects 39.99 

Lightwave 3D 5.5 Essentials 259.99 

Lightwave 3D 5.0 Tutorial Bundle .139.99 



Lightwave 3D Modeler 1 & 2 69.00 

Lightwave Lab #1 Dr #2 Characters.Xafl 

Lightwave QuickstartS.5 39.99 

Mastering Modeler 39.99 

Modeling Essentials 39.99 

Organic Modeling & Animation ....39.00 

PhotoShop Essentials ......39.99 

Plug-In Power 39.00 

Power Modeling 39.99 

Pro Flying Logos .39.99 

Pyrolechniques 39.99 

Steamer - Effects Tutorial 39.00 



Surfacing Essentials 39.99 

Surfacing Techniques 39.99 

Spacecraft Modeling Design 39.99 

Spacecraft Surfacing 39.99 

Video Toaster Essentials 39,99 

BOOKS 

Flyer Mastery Guide Vol 2 125,00 

Inside Lightwave 3D 5.5 41 .99 

Lightwave 5 Character Animation, .44,00 

Lightwave Power Guide... 44.00 

PhotoRealF/X 42.00 

The Lightwave 3D Book 38.99 



— ■ 
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n stock! ^LIGHTWAVE 3D 

Lightwave 3D 5.5 - Powerful 3D software that 
unleashes your imagination and gives you the 
freedom to put creativity in motion! 

Lightwave 5.5, Mac 1749.00 

Lightwave 5.5 Intel 

w/lnterior Design Collection 1799.00 

Lightwave 5.5 DEC 

w/lnterior Design Collection 1799.00 

Lightwave 5-5.5 Upgrade. Intel 425.00 

NSWTGK Li 3 nlWavs 5 " 5 - 5 Upgrade, DEC 449.00 

Lightwave 4-5.5 Upgrade. Intel 609.00 




Lightwave 4-5.0 Upgrade, Amiga 289.00 

Lightwave 5-5,5 Upgrade. Mac 439.00 

LIGHTWAVE PLUG-INS 

Film Grain 139.00 

Motion Pack, tntel/DEC 229.00 

Calibar Test Signal Generator 319.00 

HEW PRODUCTS IN STOCK! 

Aura Call 

Inspire 3D Call 

Call for School or Government discounts, 
Competitive or Cross Platform Upgrades! 





I«M 

This super cool, 
interactive 
Lightwave tutorial 
provides 
excellent tips, 
info, and great 
entertainment. 

LENYCO#1 69.00 

LENYCD#2 Great tips for 
improving character animation in 
Lightwave 5.5 45.00 








,J^s LIGHTWAVE PtUS-BW 
*}£/ LIGHTWAVE RELATED 
X. SOFTWARE 

AVI Load 49.00 




265.00 
,129,00 
..160.00 

119.00 

39.00 

. . . Call 


Fractalizer, Intel/Mac 

Humanoidfor Lightwave 
Lock & Key, Intel/Mac .. 
Movie Models Aviation... 
Particle Storm 2.0 


Particle Storm Lite - 2.0, InteL.Call 

RealiTools. Intel 129.00 

Relativity Call j 

Scene Machine, Intel 85.00 


I Seamless Textures You 


....89.00 


Solar System Kit/LW .. 
Shaderman. Intel/Mac... 
Vertilectric. Intel/DEC 
Vertitilities, Intel/DEC. ,, 


93,00 

..139.00 

75.99 

99.00 



MeshPain! 3D, the world's only 
real-time 3D paint program for the 
creation ol custom texture maps 
directly on an object's surface. ,. 

MeshPaint3D. DEC 275.00 

Intel ...199.00 

Mac 95.00 

Genesis far Lightwave: new visual 
effects plug-in! Features 
lens flares, lightning, gas 
clouds, space elfects, 
and more! 315.00 




lmageFX3.0 

w/CineMorph 

is the most complete 

image processing solution youT 

find for the Amiga. Easy and 

powerful interface; fantastic 

special elfects.. .ImageFX 3.0 

w/CineMorph, Amiga 229.00 

Aladdin 4D 189.00 

ImageFX MO Aladdin 4C ..350.00 



■ ■ ■ ■ 

Safe Harbor is dedicated to providing quality digital video, animation 

and multimedia products, technical expertise, and courteous, 

personalized service to our customers to maintain our impeccable 

reputation and total customer satisfaction. 



Terms: POs attested tionn schools 
and government agencies ■ Personal 
checks require 7 days to deaf. • 
Defective products replaced 
promptly RMJ* number required 
(c*MH-54W159)l5fJl 
merchandise returns Returns 
nouccepted after 15 days. 
Returned products must be in 
original packaging;, postage 
prepaid Opened software not 
returnable Shipping charges 
not lelundabls Returns suoject 
to a 15% restocking fee* Not 
responsible tor typos Prices 
supfect to change. 
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JOE TRACY'S 

Flyer 

Mastery 

Guide 

Vorsino__2LD 



Now available through many 
dealers/resellers and direct from 
the publisher, Studio Visions. 

Flyer Mastery Guide - Version 2.0 
offers: 

• New Chapters 

• Updated Information 

- and the Flyer Mastery CD-ROM 
full of images, backgrounds, 
objects, and other goodies. 

Cost for upgrading from the first 
book is $74.95 and must be 
ordered directly through Studio 
Visions. Studio Visions can be 
reached by phone at (800) 672- 
1 8SO or at www.studiovisions.com 

New purchases retail at $129.35. 



Some dealers 
are now 
bundling 
this book 
with new 
Video Toaster 
Flyer systems. 




"Simply Amazing! Who 
knew my favorite 
leisure reading would 
be a technical manual!" 



"I thought I knew a lot 
about the Toaster Flyer. 
I can't believe how little 
I knew. Should be 
called the Flyer's 
Bible!" 



Pete Hickerson of CVM Productions 



"I love this manual! 
Thanks so much. It 
has made my life so 
much easier!" 



Victoria Kelly of Equine Video Productions 



"Without a doubt, Joe 
Tracy's Flyer Mastery 
Guide is the single 
most effective, informa- 
tive, biggest bang for 
the buck item I have 
purchased since 
beginning video 
productions/editing 
10 years ago." 

Earl Chessher of CORELAMN Productions 




Authorized 




Training Center 



NewTek is pleased to 
announce the 
opening of its 
New York I 

training 
center 

Beginner, 
Intermediate 
and Advanced ' 
Level Courses 

• MMtlMllllt t tl 

Future Media 

Concepts 

. 

Training for the 21st Century 

Information and registration online at ■ 

www.fmctrainrng.com Tel: 212.888.6314 
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Register now for 
Animation Career 
Training Classes in 
Lightwave 3D in the 
San Francisco Bay Area! 



Full Time Classes • Part Time • Corp. Training 
•Animation Resources, Sales & Service 



www.exchange3d.com 
999 E. Stanley Blvd. 
Livermore, CA 
f^ 94550 

NewTek W'W 

a 371-4500 




animation training 
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T.S. Computers 
& Video 

818-760-4445 www.vgn.com 

11300 Hartland Street North Hollywood CA 91605 

NewTek 

IHCOR'ORfclfO 

flYer s 
LIGHTWAVE 3D 

T.S. Computers has been 
addressing the needs of video 
professionals and animators for 
over fifteen years. We are a full- 
service dealer, and our 
professional staff looks forward 
to providing you with the tools 
you need to get the job done! 




AMIGA 




VIDEO RECORDER 



ADVERTISE 

in the 

NewTekniques 
CLASSIFIEDS 

FOR RATES AND 

INFORMATION, 

CALL 

LUANNE RAO, 


1 The Next and ONLY Way 
You'll Map Textures! 


■vi ^-' v ^' ■ 

m £ 


Trll-V 




Analytical Mapping System 
Patent Pending 

Includes Lightwave 
UV Shader and 
Built-in UV Editor 


(212)279-3336 


p d ; f t r n 


www.3dgraphics.com 

402.330.7011 
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VIDEO TOASTER & 
FLYER SYSTEMS 



BUY - SELL - TRADE 



New and Used 
AMIGA COMPUTERS 

Amiga Parts & 
Repairs 



Pinnacle Genie Plus 

& DPS PERCEPTION 

Packages 



Free video accessory 

catalog & bulk videotape 

price list (Includes Labels, 

Sleeves, and Cases) 

Call or Fax us with your list of 

items to sell, trade, or purchase 

Ph.(610)372-1010 

FAX (610)378-9606 
econnect@ptd.net 

ELECTRONIC CONNECTION 

635 Penn Ave. 

West Reading, PA 19611 



"Our 15th Year in Business! 



VI 



{/ideology, Inc. 
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Serving the professional video and 
computer graphics marketplace. 

Sales, Service and support for: 
NewTek 

LightWave 3D. Toaster. Flyer • 

Amiga + 

Carrera Workstations 

Intel Workstations 

DataDirect Video Storage 

for Media 1 00. MCXpress. PostBox. etc 

LET'S TALK! 

(800)411-3332 
videology@snet.net 

■ OimpleU' FlyeT NLb vy stems with one hour ul video 

Storage fi>r under 58.000. 

- -New Amiga OOmmg with five 

limes ihc ispevd ot Pentium II 
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Atlanta, Georgia 



-$0 



Video Workstations 



S. 



•i, 



"«-. 
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Media 100 

Lightwave 3D 

TRY BEFORE YOU BUY! 

ACS Computer & Video Specializes in computer 

based video systems sales, service and support. 

Our technicians have been in the business for 

years and have hands-on knowledge in all 

aspects of Amiga, Macintosh and PC based 

editing systems. We build custom graphics and 

video workstations and provide training in the 

use of all software we carry, including Newtek 

Lightwave 3D, Adobe Photoshop and Adobe 

AfterEffects. Trinity, Media 100 and Flyer suites 

are always available for demo. 



Repairs and upgrades 
on all Amigas 

All components in stock and available for 
exchange. Loaner Toasters available! 



Amitrace Computer Systems 
ACS Computer & Video 

5344 Jimmy Carter Blvd. Norcross, GA 30093 



Ph: (770)263-9190 
Fax: {770)263-7852 



Toll Free: 

1-800-962-4489 

(orders only) 
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Fill out the subscription card in 
this issue, or call 

800/346-0085 ext. 477 
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USED AMIGA EQUIPMENT 
FOR SALE 

4000-040 desktop's S850 
PAR cards S525; TBC-IV's S525 
Toasters S350 up; Flyers S2195 
SunrizeAD516cardsS495 
3000's S245 up; 3000T-040 S750 
2000's/accelerators/tower kits 
1200's S260 

BUY/SELL USED/NEW 

AMIGA SYSTEMS 

WE REPAIR ALL AMIGAS 

//ardZ>riyers CO. 

407-636-3393 hrgreen@worldnet.att.net 
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f Fast, Easy > 

Lip- Synching 

for Lightwave and Inspire 3D 



r i 



j. 



aa 
, -- — > 
Iaa*, 



_ jr ow 

Talking Charade 
linutes... 

*\ Directl\ from a 



VI sound file! 



Custom Modeling 

VlSUAU^ATlQfat,., 
3D MObEL 




www.talking-fish.com 
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RECON 

)BJECT COLLECTION 

m 



TO ORDER 
CALL TOLL FREE | 
1- 877- RECON 3D 

Art Recon Inc. 

"" E-mail:inf o@artrecon.com 
Tel:403-289-2454 Fax:403-289-2050 
Calgary, Canada 
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TELEPHONE # 

(210)370-8000 

(619)589-9455 

(804)282-1157 

(408) 342- 1 900 

Web only 

(414)549-2200 

(850)575-6051 

Web only 

(518)756-6850 

(785)231-1010 



NewTekniques' InfoTek service allows you to get product information quickly! This free and fast online service is 
available at www.newtekniques.com/infotek. 
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Show Me The Money 

Your infest Bet is Plain tall 

My biggest hobby is raving. To me, that boils 
down to everything associated with 
Techno music (you can keep that lame 
Electronica term, thank you). The rave scene definitely has 
its own underground subculture, but the focus is always 
the music. Everything comes back to it. A love of that 
thumping bass and psychedelic melody is what brings 
these people together, providing a common ground for 



folks from all walks of life. 

At the center of the rave uni- 
verse lies the DJ. Just as rock 'n' 
rollers have their guitar-slinging 
heroes, techno fans dream of 
pushing the wax on a pair of 
Technics and driving the dance 
floor crazy. If the DJ sucks, the 
party sucks. It's that simple. 

Over the years. I've really 
become a techno fanatic; I live, 
eat, and breathe it. It's all I listen 
to anymore and it seems like 
every dime I make goes toward 
buying more (aside from the odd 
cheeseburger — see last month's 
column for details). As anyone 
reading this magazine can under- 
stand, when you get that involved 
m a hobby, eventually you're 
gripped with the desire to become 
a part of it. Therefore, it was only 



natural that, sooner or later, I 
would get this wild idea in my 
head that I could transform myself 
into "DJ Mojo," It also didn't hurt 
that my accountant suggested it 
would be a great way to write off 
all those CDs 

So last year I bought a pair of 
DJ CD players and a mixer to see 
if I would be any good at it. The 
biggest difference between being 
a DJ and becoming a guitar play- 
er in a band is that DJ'ing is a sin- 
gular task. There is no teamwork 
involved. It means that success 
can wildly feed your ego, while 
failure gives you no one to blame 
but yourself. Hence, there is a 
strong desire within the man 
behind the decks to keep that 
crowd happy. 



TRAINSPOTTING 

When I first started out, I had no 
idea what I was doing. 1 just 
grabbed a bunch of my favorite 
songs and started working on a 
mix tape, The first step in this 
occupation is to practice by mak- 
ing lots of tapes, sharing them 
with your friends, and seeing if 
they think you suck. It was fun to 
make that first tape and I distrib- 
uted dozens of copies among my 
pals. Everyone seemed to like it 
and I was very encouraged to get 
moving on the next one. 

While I was practicing, I 
bought lots of DJ magazines and 
sought the wisdom of the pros I 
ran into: I studied other people's 
mix-tapes and I paid very, very 
close attention to the DJs at raves. 
I wanted to be good at it, and to 
do that I had to make sure I could 
make that crowd happy. Then 
something weird happened. My 
tapes were getting harder and 
harder to make. 1 was having an 
increasingly dtlficult time picking 
which tracks to use and I became 
obsessed with playing my "works- 
in-progress" for friends. If some- 
one didn't like a song, it was out. 
Their opinions guided me. It got to 
the point where I was just never 
happy with my results. That's 
when I realized what the problem 
was: I wasn't trying to make 
myself happy anymore! 

All I was after was a product 
that would make everyone else 
happy. I have come to understand 
that this fate befalls many a 



You're in this business for a 

reason, and it isn't to make 
everyone else happy, 

BY MOJO 

would-be superstar DJ. They 
begin to focus exclusively on what 
the crowd wants to hear: they 
start to look at music charts for 
what records to buy: they listen to 
what popular DJs spin; and they 
slowly homogenize themselves 
into faceless drones — Borgs with 
headphones. In the end, the ones 
who trust their instincts end up 
being the true innovators and 
trailblazers. 

When Ron Thornton created the 
visual effects for "Babylon 5," he 
established a unique style that 
many people didn't like because it 
was so different. Did he change it 
to keep the crowds happy? Hell no! 
He stuck to his guns and now every 
damn space show looks like "B5." 

Yes, there often has to be com- 
promise. Sometimes you even end 
up losing the battle because there 
will always be bosses and clients 
and producers (as well as crowds) 
who need to be kept happy. It's a 
tightrope that can be a real bitch 
to walk and often you find yourself 
trying to second-guess what 
everyone else wants. Soon you're 
anticipating their likes and dis- 
likes and trying to adapt your 
work to follow suit and then, 
before you know it, ZAP! You're a 
drone. 

In the end, the only person you 
can absolutely make 100 percent 
happy is you. Believe in yourself 
and trust that your abilities will be 
admired and respected because 
you are talented. You're in this 
business (or want to be) for a rea- 
son and it ain't to make everyone 
else happy — it's to make money! 
And so far it seems to me that the 
people who make the most money 
are actually the ones who keep 
themselves the happiest. 
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Qet FREE INFORMATION about the products & services in this issue! 

Simply circle the number on the card that corresponds to the 

Reader Service number shown on the ad or editorial copy that 

interests you f and drop the card in the mail today! 



It's Fast . . 
It's Easy . 

IT'S 
FREE! 

Use the cards 
to the right 
to get tree 
information, 
brochures, 
special otters, 
and sometimes 
discounts! 

1. Fill out the 
card. 

2. Circle the 
desired 
numbers. 

3. Mail or fax 
the card 
today! 




INFORMATION 



131 W 1st St.. Duluth. MN 55802-2065 
Phone: 218-723-9477 • Fax: 218-723-9433 



SIGNATURE. 

Date 



Name (please print) 
Title 



Company Name 



Company Address 
Cily 



State . 



.Zip. 



Phone ( . 
Fax( 



Internet/E-Mail Address 



, ADVANSTAR * , 











JUNE '98 


Exp 


res September '9J 


100 


120 


140 


160 


180 


200 


220 


240 


260 


280 


101 


121 


141 


161 


181 


201 


221 


24 : 


261 


281 


102 


122 


■42 


152 


182 


202 


222 


242 


262 


282 


103 


123 


143 


153 


183 


203 


223 


243 


263 


283 


104 


124 


144 


164 


184 


204 


224 


244 


264 


284 


105 


125 


145 


165 


185 


205 


225 


245 


265 


285 


106 


126 


146 


166 


186 


206 


226 


246 


266 


286 


107 


127 


147 


107 


187 


207 


227 


247 


267 


287 


108 


128 


148 


168 


188 


208 


228 


248 


268 


288 


109 


129 


149 


169 


189 


209 


229 


249 


269 


289 


110 


130 


150 


170 


190 


210 


230 


250 


270 


290 


111 


131 


151 


171 


191 


211 


231 


251 


271 


291 


112 


132 


152 


•72 


192 


212 


232 


252 


272 


292 


113 


133 


153 


173 


193 


213 


233 


253 


273 


293 


114 


134 


IS4 


174 


194 


214 


234 


254 


274 


294 


! 15 


135 


155 


175 


195 


215 


235 


255 


275 


295 


116 


136 


ise 


176 


196 


216 


236 


256 


276 


296 


117 


137 


157 


1 77 


197 


217 


237 


257 


277 


297 


118 


136 


158 


178 


198 


218 


238 


258 


278 


298 


119 


139 


159 


179 


199 


219 


239 


259 


279 


299 




INFORMATION 



131 W 1st St.. Duluth. MN 55802-2065 
Phone: 21 8-723-9477 • Fax: 218-723-9433 



SIGNATURE. 
Date 



Name (please print) 
Title 



Company Name 



Company Address 
City 



State . 



_ Zip _ 



Phone ( 
Fax(_ 



Internet/E-Mail Address 



am ADWMSTAR it pi u: -■■■■ ■:-. 











JUNE '98 


Exp 


res September '9f 


100 


120 


140 


160 


180 


200 


220 


240 


260 


280 


101 


121 


141 


161 


101 


201 


221 


241 


261 


281 


102 


122 


142 


1 82 


182 


202 


222 


242 


262 


282 


103 


1 23 


143 


163 


183 


203 


223 


243 


263 


283 


104 


124 


144 


164 


184 


204 


224 


244 


264 


284 


105 


125 


145 


1 63 


185 


205 


225 


245 


265 


285 


106 


126 


146 


166 


186 


206 


226 


246 


266 


286 


107 


127 


147 


167 


187 


207 


227 


247 


267 


287 


108 


128 


148 


168 


188 


208 


228 


246 


268 


288 


109 


129 


149 


169 


189 


209 


229 


249 


269 


289 


110 


130 


150 


170 


190 


210 


230 


250 


270 


290 


111 


131 


151 


171 


191 


211 


231 


251 


271 


291 


112 


132 


152 


1 /;: 


192 


212 


232 


252 


272 


292 


1 13 


133 


153 


173 


193 


213 


233 


253 


273 


293 


114 


134 


1 54 


I 74 


194 


214 


234 


254 


274 


294 


115 


135 


155 


175 


195 


215 


235 


255 


275 


295 


116 


136 


156 


176 


196 


216 


236 


256 


276 


296 


117 


■37 


157 


177 


197 


217 


237 


257 


277 


297 


118 


138 


158 


178 


196 


218 


238 


258 


278 


298 


119 


139 


159 


179 


199 


219 


239 


259 


279 


299 



PLACE 

STAMP 

HERE 




PO BOX 5032 

PITTSFIELD MA 01203-5032 

USA 



I II..1.III.....II..I.I. It.r...l I...L.I..II.. .I.II.I..I 





HMKMk ' 



s 



9 



PO BOX 5032 

PITTSFIELD MA 01203-5032 

USA 



i ii. .i. in iir.i.r.Mr.... ii... i.i. ,ii. ..i.ii, i.,r 




Psssssstf 

Want to know some industry secrets? 

Need some inspiration to sharpen your competitive edge? 

diTi ' I'fc f^ VFC^ e ^' n m y NewTekniques 

ffc ^ — s I fiwi subscription immediately! ono 

Hear from 

131 W 1st St.. Duluth. MN 55802-2065 

industry experts Phone:218-723-9477 -Fax: 218-723-9433 signature 

meet some new us. & possessions s 32 .oo Date 

CANADA & MEXICO S42.00 Name (please print) 

ones, and maybe 

1 "» ALL OTHER COUNTRIES S58.00 y.tle 

even bSCOUlB ^ ^ a V men ^ enclosed O Bill me 

Payable in U.S. funds drawn on a U.S. bank Company Name 

One... Wltll OBIIIMs Company Address 

MFwTfKMiniiFi: O Charge my subscription lo: 

IMtWIEKNILIUtS o VISA O MasterCard O American Express cit * 

magazine. From A ca# state z« P 

news and ^.o^ phone i — > 

information to City FaM — » 

tlltnriaK and St3te Z ' P Internet/E-Mail Address 

insider tips, 

NewTekniques ir-^toriur f C ^ VFC Begin my NewTekni 9 ues 

will enhance ^""^ '■» l subscription immediately! ono 

your expertise 131 w 1 st si., duum. mn 55802-2065 signature 

Phone: 218-723-9477 • Fax: 218-723-9433 

and spark your us. & possessions $32.00 

imagination! canada&mexico $42.00 Na ™<^™> 

Subscribe all other countries $58.00 T,le 

O Payment enclosed O Bill me 

rinht nniAfl Payable in U.S. funds drawn on a U.S. bank 

O Bill Me Company Address 

O Charge my subscription to: 

O VISA O MasterCard O American Express lly 

Acct. # staIe Zip 

Exp. Date Phone I ) 

City Fax ( | 

State Zip Internet/E-Mail Address 



BUSINESS REPLY MAIL 

FIRST-CLASS MAIL PERMIT NO 665 DULUTH MN 



POSTAGE WILL BE PAID BY ADDRESSEE 



■».*..•.■ 




I'lfl 



'|:>; 



131 W 1ST ST 

DULUTH MN 55802-9882 



NO POSTAGE 

NECESSARY 

IF MAILED 

IN THE 

UNITED STATES 



| i | i | i .| i | i | i ,I,II., I mI.II i | i ,I,,LI,.I., i | i | i .II i I 



BUSINESS REPLY MAIL 

FIRST-CLASS MAIL PERMIT NO 665 DULUTH MN 



POSTAGE WILL BE PAID BY ADDRESSEE 



NO POSTAGE 

NECESSARY 

IF MAILED 

IN THE 

UNITED STATES 



I * ■ " ' I 




MiW I 



■ 



131 W 1ST ST 
DULUTH MN 55802-9882 



I.MhMJmLILm^IMhLLLLmLLIM 



BUYERS GUIDE: VERSATILE COLOR PRJpJTFBS 




IW0M 





a,a 



• )► PC Graphics & Video 

Magazine the leading Windows 
publication for digital content 
creation, Monthly reviews, 
features, fiow-to's and new 
product announcements. 



DIGITAL 



NT STUDIO 
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O/'g/ra/ 5forf/o Magazine -^* • • 

takes you inside the hottest digital 
studios in the entertainment industry. 
The people, the projects, and the tech- 
nology revolution. Six times a year! 
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NewTekniques 
Magazine the exclusive insider's 
guide to the world of Lightwave 
3D and Video Toaster/Flyer. Six 
times a year! 

Check It 
All Out Below 




All i iHviagazines 
Fop One Year: 

Special Price/US . .$50.95 

Canada/Mexico $64.95 

Other Intl $74.95 

Magazine Prices: 

PC Graphics & . . . .$29.95 
Video Magazine 

Digital Studio $39.95 

NewTekniques $32.00 

Outside US add $10.00 per publication 
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Call 800-331-5706 

or 1-218-723-9130 

for more information 



DCC Is the First Business 
Forum for the Visual 
Computing Industry 

• Learn the latest techniques 
from leading conieni creators. 

• Explore the hottest tools and 
developing technologies. 

■ Enhance your creative skills. 
" Test the newest solutions for 
digital content. 

• Meet the leaders til the Visual 
computing industry 



December 2-4, 1998 • Los Angeles Convention Center 
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I want to receive a free DCC Expo conference catalog. 
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Master the tools, the technologies 2nd 
tbc business of digital content Creation. 
digital video - animation ■ 3D ■ special 
effects * rendering tools * multimedia ■ 
high-resolution cameras • editing tools • 
digital audio * games * post production 
■ publishing software ■ networking" 
digUlal Imaging ■ storage and retrieval 
svMcm.s • monitors • workstations 




OlSHJB AoVan&tar Communications. 201 Sandpointc Ave., 
Stfi. $00. Sam* Ana, CA 82707 * Prion* (714) 51 3-000 * 
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The Impossible Made Possible 
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DIGITAL ^ co ^ ^ oss ' *~^ anc ' f res ' c 'ent of Digital Domain said, "With Titanic, we undertook one of the 
most ambitious and complex projects in film history. We needed a partner who could quickly 
assemble a solution specific to our application needs, and handle our cross-platform and networking issues. Because of 
their attentive follow-through, we actually consider Carrera to be more of a broadcast company than a hardware 
company. They worked 'round the clock' to make the impossible possible. The results speak for themselves." 



wBOa fS 9S9B Hi 






1 -800-576 -RISC 
www.carrera.com 

Circle #233 

The Power Behind the Scenes 

Carrera uses the 21 1 64 Family of Alpha Microprocessors. The fastest processor in the world. 







AlphaPowwad and logo are Irademsria ol Digital Equipmwrt Corporation. Al Images used with permteaiort. d 998 Carrera Comptrtsnj, inc 



ightWave 

Titanic really shows what computer animation <* 
can do for a film. We're very proud of it. 




© 20th Century Fox / Paramount Pictures. Image Courtesy of Digital Domain 



If Titanic was big in every way. A big film. A big challenge. And, 
in tile end, a big reward. But the trick widi the animation was to 
achieve die lcx)k and result James Cameron was going for. 



from idea to visual in film or commercial work, die more time 
we have to review and get exactly what we're after. LightWave 
3D gives us that time. 



As huge :ls die Titanic set was, we still liad to add the hull and 
extensions to die scenes. And when die treasure seekers tell 
Old Rose what liappened to the ship diat night, it's computer 
animation diat visualizes die story 

We chose LightWave 3D to bring it to life, to speed, workflow 
and how easy it is to learn and use are terrific. Tliat's important, 
because our artists arc so exacting alxxit quality, we tinker end- 
lessly on details other people may never even see. But doing that 
means constant review and feedback. So, die faster we can go .. 



Visit iis at Siggraph, Booth #1027 

Windows NT or 95 • DEC Alpha 
PowerMac • SGI • Sun Microsystems 

All trademarks and registered traderrstb are the sole property of their lespective owners. 
© Copyright, NewTek. 1998. 
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LightWave 3D also lets you model, animate, light and render in 
one package - which speeds up die creative process. 

With Titanic, we had a wonderful chance to tell a story. . .and 
widi LightWave 3D we liad a great means of achieving tliat. M 

-Edward Ktimmer, Vice-President of Digital Operations, 
Digital Domain 
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1-800-847-6111 

www.newtek.com 



International: 

1-210-370-8000 

Fax: 1-210-370-8001 

Anonymous FTP site: 

ftp.newtek.com 
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